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ver the next few months
o you'll have access to some

very special iterns. The
Storm of Chaos summer
campaign sees four
superb special edition
models become
available. In addition to
that we’re going to be adding
some exciting goodies to issues
of White Dwarf in the run up to
the end of the year...

Special Edition...

An event of the magnitude of
Storm of Chaos really deserves
something a bit special. On that
premise, we have made four very
nice special edition madels
available for you to collect (see
right for more details). These
splendid models will only be
available for a limited period so, if
you want one, you'd best not
hang around...

More?!

Last issue we gave you a free
Storm of Chaos novella,
compiling the best of the Black
Library's Storm of Chaos material
along with an exclusive new story
by Dan Abnett,

With this issue of White Dwarf
you have the very nifty Storm of
Chaos campaign map poster. This
will help you plan out your
strategy as you take part in
possibly the biggest struggle the
Warhammer world has ever had
to face!

Not content to rest on our laurels,
we have even more amazing stuff
to give away with your favourite
hobby magazine over the coming
few months!

Next month we'll be giving you
Warhammer Order of Battle. This
handy 12-page booklet has all
you'll need to record your army’s
details — from statlines to special
rules, from enemy standards
captured to character
backgrounds.

Not had enough yet? Okay, we're

STORM Special Edition
CHAOS miniatures

Archaon
Archaon, the Lord of the End
Times, on foot will be available to
anyone who attends Games Day
on 3rd October this year,
priced £8.
e, 3

Chaos Marauder
This special edition Chaos
Marauder will be available to buy
for £5 at Warhammer World
during June, July and August.

Valten
This dismounted version of the
Exalted of Sigmar will be available
to White Dwarf subscribers
from late July for £8. i

It will be available from 21st | {
August by direct order on '
0115 916 40000, in-store

order point or via our

webstore at:

www games-workshop.com/
ukstore

Chaos Sorcerer
This superb Chaos Sorcerer
model will only be available, for
£6, at the End Times Roadshow
this summer. See page 23 for
details of the locations this event
will be running at.

These models are available only while stocks last ~
they really are in limited supply!

We have plans for even more stuff
but I'll save the surprises for a

giving you a free sheet of paint lig future issue...

stickers in WD297. These colour-
coded labels are immensely
useful in identifying that elusive
colour when your paints are
spread across your paintstation.
Once you've used these you'll
wonder how you did without.

Until next month,

Paul ‘Fat Bloke” Sawyer

Editor
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E HEART OF THE STORM

ST ORM
THE END FOR
MIDDENHEIM?

This summer offers all Warhammer
players the opportunity to
contribute to the history of the
Warhammer world by participating
in the Storm of Chaos worldwide
online campaign. Your decision is
simple — will you defend the city of
Middenheim or join the Dark
powers in their attempt to destroy
not only the city, but the god Ulric
himself, granting Archaon powers
beyond the ken of mortals?

Alternatively you could just pfay the
Qrcs and fight everycne!

Intrigued? Good — here’s all you'll
need to know to make your own
mark on the background of the
Warhammer world.

REGISTER NOW!

The campaign starts on 5th July. By
visiting our website and registering
you will have access to the fully

interactive campaign map and War-
room forums where you can
discuss tactics and strategies with
fellow gamers across the globe. You
will also find a wide selection of
great hobby content and regular
information such as daily updates
as to the state of the war; miniature
galleries, including a gamers
miniatures section; and online
painting and modelling
competitions.

With Archaon gathering his forces

in the North, time is a precious

commodity - register now at:
www.storm-of-chaos.com

MAIN BATTLE SITES

The interactive map on the Storm of
Chaos website Is the focal point for
the whole campaign. All results will
be logged here and you’ll be able to
see how each side is doing as the
story unfolds. The map has 20
major battle sites. These will
determine the pace and progress of
the forces of darkness as they
proceed towards their goal,
Middenheim. The dogged defenders
of towns and cities in Archaon’s

path may hold up the host for some
time, but the colossal size of the
Chaos horde will ensure that it will
ultimately reach its goal of
Middenheim. However, the sorcery
and steel of those who oppose
Archaon’s army will dictate when
and in what state it will arrive at the
walls of Middenheim. At this point
the campaign will become the Siege
of Middenheim, with the forces of
Chaos intent on breaching the
defences of the mighty city and
despoiling the temple of Ulric. The
defenders’ objective is clear —a
desperate struggle to hold the
bloodthirsty Chaotic force from
penetrating Middenheim’s walls, all
the time hoping for salvation in the
form of the Emperor Karl Franz at
the head of the army of the
Conclave of Light. But it is your
army’s fortunes in battle that will
decide the outcome of the war...

LOCAL BATTLE SITES
The UK and Northern Europe have
several unique battle sites available
to fight over. These are very
important to the campaign as they
directly affect the main battle sites.

For instance, a baggage train
successfully defended by the forces
of good at a special site may well let
players at a certain main battle site
take a war machine for free in all
their battles! These battle sites can
only he won and lost at certain
events, including at specific Gaming
Club Network games, at The End
Times roadshow or in Games
Waorkshop stores. ﬁ{'

Prepare your forces for war.
The Storm approaches.

The special edition Chaos
Sorcerer model is only
available at The End Times
roadshows.

4 THE NEWS



I’'M SPARTACUS!

Spartacus is the latest release for

Warhammer Ancients chronicles the

rise and fall of the legendary hero
Spartacus and his brave attempt to
challenge the might of Rome.

Set in 1BC, the book features the

historical background to Spartacus’

uprising. Starting with his life as a
gladiator, the boak describes how
he came to lead the largest slave
revolt in the history of the ancient
world, eventually becoming a
renowned general as he fought the
Empire for his freedom.

Included are full rules for fighting a

campaign in the Roman Empire
based upon Spartacus’ most
famous battles, described in great
detail, and two new army lists: The
Romans and Slave Revolt.

Released in late June and priced
£13, this supplement is a great
source of inspiration for your

provide an excellent narrative basis

for a campaign.

More information and full ordering

details for all Warhammer Historical

products are available at:
www.warhammer-historical.com

Or, you can contact Rob Broom
directly on: 0115 916 8466.

games, while the featured scenarios

GAMING CLUB NETWORK

The term Gaming Club Network is
one you're going to hear a lot
more in the future. This is a
completely independent
organization whose aim is to
provide safe venues where
players can regularly congregate
to enjoy all aspects of the hobby.
Games Workshop's involvement
is restricted purely to providing
support, such as helping clubs to
promote themselves through the
Hobby Centres.

Now about to fling its doors wide
open and expand its membership,
the Club Network would not have
come about without the
assistance of Laurie Stewart, a
one-time mode! shop chain owner
whose association with Games
Workshop goes back 27 years.
Laurie has worked tirelessly for
the last six years, devoting large
amounts of his own time and
maney to getting the framework
for the Club Network in place.
Now that it is all ready to go, he
is stepping down as President of
the GCN Gouncil in order to
concentrate on making sure all
the systems he has implemented

work properly, “1 was a business
development manager for 10
years, so that's what interests
me,” says Laurie, an energetic
chap who once held down four
jobs at once. “Now it's time to
separate the roles which govern
gaming quality and the network
systems, so I'm off to make sure
everything runs smoothly so the
new president can make the
games and events bigger and
better,” he says.

Laurie fervently believes we have
the best hobby in the world, and
hopes that the Gaming Club
Network will help people carry on
enjoying it right through their
lives. We believe he's right, so
we'd like to say thanks to this
mad-keen hobbyist — whose
massive collection of armies fills
28 figure cases — for all the hard
work he has done up to now, and
the doubtless large contribution
he will make in the future.

We'll be telling you more about
the Gaming Club Network, and
how your club can join, next
month.

IMPERIAL ARMOUR

Coming soon is the awesome new
Imperial Armour Yolume 2 from
Forge World. This hernia-inducing

tome is crammed full of information
focusing on Space Marines and the
forces of the Inquisition. Weighing in

at a mighty 256 pages, with 98
colour and black and white

illustrations, it boasts an impressive
148 colour profiles and 136 technical

drawings featuring the armoured
might of the Adeptus Astartes and
the Inquisitorial Ordos. As with the
previous edition, Imperial Armour
Volume 2 is of the large hardback,
deluxe variety of book and is
released in the summer, so start

practicing your Litanies of Activation

right now. ..

The new Forge World 2004
Catalogue is now available. To

request this free catalogue send an

email including your name and
address to:
ForgeWorldCatReg@
games-workshop.co.uk

Or call them on 0115 9168177.

MIRKWOOD ERRATA

Last month there was a slight
omission in our The Elves of
Mirkwood article. The
Mirkwood Captain (Wood
EIf) should have had Might,
Will and Fate points. So, in
the interests of completeness,
here they are:

Mirkwood Captain
(Wood EIf)

Might: 2
Will: 1
Fate: 1

We could blame the
pernicious influence of the
One Ring for this, but you
probably wouldn’t believe us.

WA RTEFACTS
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THE NEWS

GAMES WORKSHOP ONLINE

WARHAMMER 40,000

The revised rulebook is being
released soon and you can find
official information about it
straight from the horse’s mouth
online. You can also download a
summary sheet of the revised rules
for you to use. Take a loak at:

STORM OF CHAODS

The storm breaks this month as
the Storm of Chaos campaign gets
under way! Registration for the
campaign is still ongoing, so if you
haven’t signed up go to:

www.storm-of-chaos.com

www.games-workshop.co.uk
fwarhammer40k

NEWS

Every week Games Workshaop
Onling brings you the latest news
on what's happening in the Games
Workshop hobby. Highlights
include Sneak Peeks, Conversion

Look out as well for reqular
updates on the UK’s own Storm of
Chaos homepage including great
hobby tips and frequent news
updates and analysis on how the
campaign is going!

www.games-workshop.co.uk
/stormofchaos

Corner, Event information and
loads of fantastic hobby articles!

www.games-
workshop.co.uk/news

WHITE DWARF

Each month there is a range of

links from articles in White Dwarf,

they are compiled here for your

convenience!
www.blacklibrary.com

www.specialist-games.com

www.games-workshop.co.uk
fwarhammer/

www.games-workshop.co.uk
/warhammer40k

www.games-workshop.co.uk
/thelordoftherings/

ONLINE DATABASE

There is also a searchable database
of White Dwarf articles online —
ideal if you're beginning a new
army, expanding an existing one or
if you just have a burning desire
for more information and can’t
quite remember which issue you
saw a particular article in.

Paul: Apart
from a handful
of Border Patrol
games for our
office
Warhammer
campaign |'ve
spent most of
my time
painting and converting. This month
has been spent largely on a
conversion of my Chaos Lord
Vradchuk that will put him on a
Daemonic Steed. This will give him
maore speed and a lot more
manceuvrability, With parts from 13
different models and plenty of Green
Stuff. I'm very happy with it. Despite
having a lot of Chaos stuff on my
Paint Station ahead of Storm of
Chaos | only seem to be finishing
more Dwarfs! A Gyrocopter, a
regiment of Warriors with great
weapons and a regiment of
Crosshowmen — all converted - have
found their way into the White Dwarf
army cahinets...

| also plan to return to my first
Warhammer army and start a heavily
converted Goblin raiding force —
Kap'n Skabend's River Ratz.

Guy: I am,
perhaps
foolishly,
working on six
armies at once.
My fuller
armies, Empire,
Orks and
Imperial Guard,
are getting new units in strict
rotation. The Men of Averland are
soon to receive 25 Spearmen with
shields who will form the core of my
revamped Border Patrol force; my
Imperial Guard are being resupplied
with another Leman Russ; while my
QOrks, when | have the chance, will
soon be able to field their
Tankbustas painted as opposed to
the, ahem, Tinboy colour scheme
they have so shamefully sported in
so many bhattles. Meanwhile, work
continues on my new Dark EIf army.
Many of the models for the army's
core have now been assembled, |
just need to think of a suitable, and
easy to paint, colour scheme that
will do for both the Slaaneshi Cult
and basic Druchii and we're away.
As for the Relictors and my The Lord
of The Rings warband, well, they'll
have to wait...

Greg: My
Lahmian
Gountess is
slowly
gathering a
band of foul
creatures from
the darkness.
One Vampire
will suffice at the moment — I'll need
some Thralls later though — so now
I’'m fleshing out her bodyguards.
First up I'm working on a new unit
of Grave Guard to escort my lovely
into combat where hopefully she’ll
be able to use her weapons of mass
seduction to good effect. To further
augment my Lahmian force I'm also
painting some Ghouls.

As for my Eldar, I'm just finishing off
my War Walker squadron. After I've
finished the main paintwork on these
long-legged Wraithbone constructs,
I'll be adding various runes to
enhance the individual vehicle
markings. | recently suffered some
heavy losses in battle against a Tau
force and some more bright lance
shots from these walkers might help
fend off those highly annoying
Hammerheads and Devilfish.

6 THE NEWS



LEARN TO PAINT

Painting is one of the most
satisfying aspects of our hobby,
but it can also take a little time to
master. This Summer sees a new
series of painting workshops
heing launched nationwide at UK
Games Workshop Hobby Centres.
These one on one lessons each
focus upon a particular aspect of
painting or a specialised
technique, from effective
overbrushing or painting banners,
to simply preparing your models
for painting. There are ten
different classes overall. The
lessons will run throughout this
year's school summer holidays.

THE BATTLE OF THE
PELENNOR FIELDS

On 31st July we will be releasing
our third major supplement for
The Lord of The Rings strategy
hattle game, The Battle of the
Pelennor Fields (see page 112 for
a preview). This mighty book
enables you to refight the
climactic battles from the end of

from page 106 onwards.

' IN STORE THIS SUMMER

The Lord of The Rings, where the
fragile alliance of the Free Peoples |
of Middle-earth take on the [
burgeoning power of Mordor. |
Included in the book are rules for |
Mamakil, Knights of Dol Amroth, |
Haradrim and Dunedain Rangers, |
plus a whole host of gaming ideas \
and new scenarios. l

Next month White Dwarf will [
feature plenty of support material |
for the supplement, including a
Battle Report and Designer’s
Notes. There is also going to he
plenty of activity in Games
Workshop Hobby Centres over the
Summer Holidays, allowing
gamers of all levels to get |
together and fight for the ultimate |
triumph of Good or Evil. Each |
week the Hobby Centres will focus |
on one scenario from the new ’
book. The total number of J‘
victories for each side will |
determine how large the armies

will be in the final scenario, The |
Black Gate Opens. ?

|
For more details and booking information, get in touch with |
your local Games Workshop, details of which can he found

cutting and
shaping polystyrene. What am |
building? A series of 2' x 2' modular
terrain boards based on Moria for
the Battle Games in Midddle-earth
serialised gaming supplement. Now
that they are almost finished | am
looking forward to painting my
Army of the Dead and adding them
to my The Lord of The Rings good
force (Defence 8 and evoking terror
in the enemy, very nice).

Not neglecting my Von Carstein
army, | am also eager to paint my
Grave Guard unit {see page 16).

So what next? A small collection of
Empire plastics are starting to
gather on my desk, an army | have
always wanted to do but the thought
of painting 40+ spearmen has
always deterred me until now. Just
ask Guy about that!

m—
Rudgie: Over Nick: This
the past few maonth | have
weeks, been mostly
although it feels painting Dwarfs
like months, | and Empire.
have been These are
spending all of actually two
my spare time armies for

Storm of Chags;
my taciturn Dwarfs and Empire —
specifically Altdorf, Currently I've got
an Empire general with Swordsmen
and Greatsworders pending. This is
all geared towards raising a 500
point Border Patrol force, which
segues nicely onto my other major
activity of the month — Border Patrol
battles. My Dwarfs have taken to the
field on many occasions with much
success (the Night Goblins of clan
Mark Ghambers have been severely
tonked). But, more importantly, as |
battled across the length and breadth
of the Old World | had an epiphany —
Border Patrols are a great way to
test out new troops in your army.
With such a small force, it really
highlights each aspect of your army
and it's a great way to gauge the
pros and cons of a newly painted
unit or test a part of the army you
don't often use. Cool.

FANATIC
MAGAZINE

In Issue 3 of Fanatic magazine:

* Doom of the Eldar - the Iyanden
Craftworld is attacked by Hivefleet
Kraken in Battlefleet Gothic.

* Return to the Pit — More rules and
new warriors for Pit Fighter.

= Eversor — The Eversor Assassin in
Inquisitor, rules and Masterclass.

* White Scars — New Epic army list

» The Province of Averland —
Background and scenarios for
Mordheim.

¢ The Cyclone and The Pain-Giver —
Jordell Freshbreeze and Hubris
Rakarth in Blood Bowl.

¢ The Battle of Krakjunov — Climatic
Warmaster Storm of Chaos Battle
Report.

* (av Thorpe on wrestling
(yes, really!)

Christian:
I’'ve had my [
hands full [
this month

with painting |
my Iron
Warriors (see |
page 90 for |
the latest
results) and it really has takenan |
iron will to get them done in time! |
You'll also read in my article how
the Iron Warriors have taken a few
batterings on the battlefield.
Though I've had a couple of
victories, I'll need to start refining
my tactics if I'm going fo
overcome all you lot out there at |
this year’s Conflict tournament. ‘

I've also managed to carry on
painting a few more Elves formy |
my High EIf army which continues
to grow apace. As well as that,
I've managed to get some models
for my new Warhammer GChaos
army done. | love Chaos, and
have had several Warhammer
40,000 armies, but this is my first
attempt at one for Warhammer.
I've gone for half-melted snow
hases, which look really cool.

—e )
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THE NEWS

EVENTS DIARY

The White Dwarf Events Diary is the place to find out
about events in your area or at Warhammer World in
Nottingham. Whether it’s a tournament, campaign day
or painting competition the Events Diary has all the

details you need to know.

Are you running an event? If you want to advertise it for free in this fine

publication simply drop us an e-mail at:

eventsdiary@games-workshop.co.uk

The closing dates for receiving
details for publication in the
following issues are:

30 May for WD297 (August 2004)
14 June for WD298 (September 2004)

Please note all dates and details are
correct at the time of going fo print
but are subject to change.

Events diary abbreviation guide

WH ... Warhammer

40K ......Warhammer 40.000

..Blood Bow(

WAB...... Warhammer Ancient Battles
WPS......Warhammer Players' Sociefy
... Warhammer English Civif War
Epic ......Epic Armageddon

LOTR ...The Lord of The Rings

GW ......Games Warkshop

-Grand Tournament

ARCON GAMING FESTIVAL

Date: 25th, 26th and 27th June, 2004
Venue: Vithelm Bjerknes Hus, University
of Oslo, Norway (trave! directions are
on the website).

Details: WH fo be plaved on the Friday,
40K on Saturday. BB, BFG and Epic will
also be played. See the website for
specific rules and army composition.
Food will be sold throughout the day.
Register before 14th June: Nkr 250.-,
on the door; Nkr 320,- or Nkr 170,- per
day. International tickets (for those that
do not live in Nerway) cost Nkr 200,-
for the whole weekend.

Contact:

arcon@spillfestival.no

Espen Sortland — 0047 92442211.
Website:

Website: www spififestival.no

SCULPTING AND MODELLING
WORKSHOP — HOBBY MASTERCLASS

Date: 26th and 27th June, 2004
Venue: Warhammer World, Lenton.
Details: Spend two days in the

The storm has broken. Like a
comet, Archaon and his hordes
have fallen upon the northern
Empire. Yet before the Lord of
the End Times can reach the
city of Middenheim, where his
ultimate goal lies, he must
pass through the province of
Ostland. The province’s grim
defenders refuse to abandon
their homes and are ready to
sell their lives dearly to stop
Archaon. They will offer
determined and stalwart
resistance to the forces of

EMPIRE IN FLAMES

company of some of the greafest heroes
of the Games Workshop hobby. The
Games Workshop Masterclass series
gives yoli a chance to hone your hobby
Skills over a whole weekend at Games
Workshop's Lenton headquarters.

Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand to
offer guidance and advice on a range of
modelling and painting skills. Tickets
cost £100 each and there are 50 places
available for competitors.

Contact:
events@games-workshop.co.uk

Website:
www.games-workshop.co.uk/events

CONFLICT LONDON

Date: 27th June, 2004

Venue: Alexandra Palace

Details: WH (1,500pts), 40K (1,000pts)
and LOTR (500pts Good and Evil forces)
tournaments. Also a wide range of
habby activities for non-tournament
Open Pass ticket holders. Tickets are
£25 for fournament players and £6 for
the Open Pass ticket

darkness. With Ostland
banners raised, Valmir von
Raukov, Elector Count of
Ostiand, rallies his troops as
he and his allies set forth to
stem this inexorable tide.

To foin in this special campaign
day, come along to GW Metro
Centre, Gateshead, on the 29th
August. All you need to take
part is a fully painted 2,000
point Warhammer army. Call
the store now on 0191 461
0950 to resarve your space in
the game.

Contact:
evenis@games-workshop.co.uk
Webhsite:

wwiw games-workshop.co.uk/events

A WAR OF GRUDGES

Date: 27th June, 2004

Venue: GW Newcastle Metro Centre
Hobby Gentre.

Details: The horns of war sound again.
Now Is a time for old scores fo be
settled and grudges avenged. This
tournarnent is limited to 18 people and
will follow all the rules from the recent
Calf to Arms event. It lasts from 10am-
6pm. Please call the store fo register
Conlact:

0191 2322418

Website:
www.games-workshop.co.uk/events

SIEGE OF GONDOR

Date: 27th June, 2004

Venue: GW Aberdeen Hobby Centre.
Details: Bring your painted The Lord of
The Rings models and either muster to
defend or gather fo sack the cities of
Osgiliath and Minas Tirith in this giant
participation event.

Contact:

01224 649779

Website:
wwiv.games-workshop.co.uk/events

BOLTGUNS AND BATTLEAXES

Date: 3rd and 4th July, 2004

Venue: Warhammer World, Lenton.
Details: The Gaming Glub Network, in
association with the Oxford Gaming Club
and Leeds Night Owls, presents Bolfguns
at Belial IV: A 40K Campaign Weckend:
and Battleaxes of Blood: A WH
Campaign weekend.

All tickets are priced £35 and include
meals on both days.

Contact:

Mike Sharp - 07802 764143

Stephen Thorpe — 07906 145025

THE SLAYER OF KINGS
Date: 3rd and 4th July, 2004

§ EVENTS DIARY

WHAT’S ON
AND WHERE

Venue: Northern Wasters Club, Adair
Arms, Ballymena, Northern Irefand.
Details: The Northern Wasters Club
presents a Warhammer tournament for a
magnificent prize: The Slayer of Kings.
Tickets are limited to 35 so be quick if
you wish to enter.

Contact: Karl Windle -
karl@northernwasters.com.

Tel: 07742 454757

CALL TO ARMS

Date: 10th and 11th July, 2004

Venue: Warhammsr World, Lenton.
Details: Two-day tournament for
Warmaster. One-day fournament for
Mordheim (Saturday)

Tickets are £40 for Warmaster and £25
for Mordheim

Fulf details for each system will be senf
with your tickets. Tickets on sale now.
Contact:
specgi@games-workshop.co.uk
Website:

www. games-workshop.co. uk/gt

STORM OF CHAOS SPEED PAINTING
COMPETITION

Date: 3rd and 4ih July, 2004

Venue: Northern Europe.

Detalls: Northern Europe’s Retail sfores,
Partnerships and Elites are hosting a
Storm of Chaos Speed Painting
competition. The stores taking part will
be providing the model — one of the
excellent new Ghaos Warriors — and
paints. Why not come along and test
vour skills? You even get to keep your
sefforts.

Check out our retail listings on pages
118-123 for your nearest Northern
European store (the Northern European
stores are to the rear of the section) for
store details.

Confact:
Your local Northetn European Hobby
Centre

MIGHTY EMPIRES CAMPAIGN DAY
Date: 17th July, 2004

Venue: GW Carlisle Hobby Centre.
Details: A full day of plotting,
backstabbing and bribery. Who will win
the greatest empire? Fhone GW Carlisle
for more details.

Confact:

01228 598216

Website:
www.games-workshop.co.ukzevents

AGRAM ARENA SUMMER 2004
Date: 17th and 18th July, 2004
Location: Museum of Technology.
Zagieb, Croatia.

Details: International LOTR and 40K
Tournament. 40K — 1,500pts, LOTR -
1,000pis of Good and Evil forces.
Tickets: < 10-20 (Lunch and
Accomodation included.)

Confact:

ums-agrama@net.hr

(+0038) 05917 620584

Website:

wiwvw.ums-agram.hr



TOY SOLDIER 3

Date: 17th and 18th July, 2004

Venue: The University of Preston,
Preston, Lancashire.

Details: Two-day tournaments for WH
(2,000pts), 40K (1,500pts) and WAB
(2,000pts). Tickets are £15 for entry and
£20 for an en-suite single room per
night. Free buffet on Saturday night.

Full details will be sent with your tickets.
For an entry form send an e-mail to the
address below or write to: Tim Haslam,
164 Hereford Way, Middleton,
Manchester M24 2NJ. The closing date
for entries is 31st June, 2004

Contact:

mm@seaford-corporation.ltd. uk

Mark Muslek — 07709 456555 or 01606
852580.

TANKS AND VEHICLES WORKSHOP —
HOBBY MASTERGLASS

Date: 17th and 18th July, 2004

Venue: Warhammer World, Lenton.
Details: Spend two days in the
company of some of the greatest heroes
of the Games Workshop hobby. The
Games Workshop Masterclass series
gives you a chance to hone your hobby
skilfs over a whole weskend at Games
Workshop's Lenton headquarters.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand to
offer guidance and advice on modelling
and painting skills. This weekend will
focus on modeliing tanks and vehicles.
Tickets cost £100 each and there are 50
places avaitable.

Contact:
events@games-workshop.co.uk
Website:

wiww games-workshop.co.uk/events

WARHAMMER DOUBLES TOURNAMENT
Date: 24th and 25th July, 2004

Venue: Warhammer World, Lenton
Details: Two players ally together fo
take on other doubles. With 500pts per
player this teurnament relies on skill
and frust. The weekend will involve
several games and the ticket price
ineludes twe lunches and Safurday's
avening meal

Tickets on sale from 24th April, 2004,
and are priced £55 for each team.
Confact:
whgt@games-workshop.co.uk
Website:
www.games-workshop.co.uk/gt

THE TANELORN MORRIS DANCING
POWER FIST TOURNAMENT

Date: 31st July to 1st August, 2004
Venue: Roding Valley High School,
Alderton Hill, Loughton, Essex.

Details: Moriis strikes back! This is a
WH totirnament. Players need a
2,000pts army. Tickets are £20 and
include funch on both days. Entry forms
can be downloaded from:

http/www tanelfornwgc. org/events/tlow
nloads/twge2004entry. pdf

Contact:
comrad.gonsalves@mirageit com
Website:

www.lanelornwgc.org/index php
Ppage=r01

AUGUST
ONLY THE STRONG SURVIVE
Date: 1st August, 2004
Venue: GW Mefro Centre Hobby Centre.
Details: As the Storm of Chaos

ASSAULT ON MIDDENLAND

Archaon has ordered a flank
attack on the vulnerable left
side of the Imperial army
defending Middenland. The
only obstacle to the attack is
the beleaguered garrison of
Castle Whealdorf. The
scattered remnants of the
Kislev relief force have fallen
back there, rallying under the
banner of Sigmar. Commanded
by the Warrior Priest Willhelm
Saustus, Whealdorf must hold

at all costs. Friends of the
Empire, now is the time to
stand and he counted.
Followers of Chaos, heed the
call of Archaon.

Battle commences on 21st August
in the Watford (01923 245388), St
Albans {01727 861193), Hemel
Hempstead (01442 249752),
Bedford (01234 273663} and
Milton Keynes (01908 630477)
Hobby Centres, contact store staff
for full details.

approaches, the armies of the
Warhammer world make ready for battle
Only the strongest can hope to win fotal
victory. If you have the courage to take
up the challenge, then paint up a
1,500pts Warhammer army and call the
store fo register your place in this
fantastic, three-game fournament
Confact:

0191 2322418

Website:
www.games-workshop.co.uk/events

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT ONE

Date: 7th and 8th August, 2004

Venure: Warhammer World, Lenton.
Details: You will need a 2,000pts painted
Warhammer army. Full details will be
sent with vour fickets. The weskend will
involve six games and ticket prices
include two lunches and Saturday’s
evening meal.

Tickets on sale from 1st May, priced at
£50 gach

Contact:

whgt@games-workshop.co.uk

Website:

www games-workshop.co.uk/gt

STORM OF CHAOS CAMPAIGN WEEKEND
Dale: 21st and 22nd August, 2004
Venue: Warhammer World, Lenton.
Details: Halt the tide of Chaos or attack
at the head of Archaon’s horde in this
Warhammer campaign weekend. The
results of the battles will affect the global
campaign! Thare are 96 places available,
with 48 far ‘good’ and 48 for ‘evil’
armies. Tickets are for sale at £40 each,
with meals and evening entertainment
included in the price.

Contact:
events@games-workshop.co.uk
Website:

www.games-workshop. co.uk/events

WARHAMMER 40,000

GRAND TOURNAMENT 2005: HEAT ONE
Date: 28th and 29th August, 2004
Venuwe: Warhammer World, Lenton.
Details: Fight for a place in the finals of
this, the most prestiglous tournament in
the 40K gamer’s calendar. To take part
Yyou need a 1,500pts painted 40K army.
Fulf details will be sent with tickets. The
weekend involves six games and tickst
prices include two lunches and
Saturday’s evening meal.

Tickets are on sale from the 15th of May,
priced at £50 each.

Contact:
40kgt@games-workshop.co.uk
Website:
www.games-workshop.co.uk/gt

WAR ROOM

Date: 28th August, 2004

Venue: GW Middiesbrough Hobby
Centre.

Details: Enlist your army for this day
long baitle that could shape the future of
the Warhammer world forever.
Contact:

01642 254091

Websife:

wivw.games-workshop.co. uk/events

WARMASTER BIG BASH

Date: 29th August, 2004

Venue: GW Aberdeen, Hobby Centre.
Details: The armies of Chaos are
pouring info the farmlands of the Empire.
The Imperial forces must prevent the
Chaos horde from penetrating too degply
into the Empire’s heartlands. Play as
either a defender or aftacker You will
need a painted detachment of up to
2,000pts to participate in this event
Contacet:

01224 649779

Website:
www.games-workshop.co.uk/events

SEPTEMBER
PAINTING WORKSHOP ~
HOBBY MASTERCLASS
Date: 4th and 5th September, 2004
Venue: Warhammer World, Lenton.
Details: Spend two days in the
company of some of the greatest
heroes of the Games Workshop Hobby.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Glub Network will be on hand
fo offer guidance and advice on a range
of madelling and painting skills. Tickets
cost £100 each. Places available are
limited to 50 places
Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.co. uk/events

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT TWO

Date: 11th and 12th September, 2004
Venue: Warhammer World, Lenton.
Details: Round 2 of the build-up to this
prestigious tournament. 2.000pts
painted WH army required. Full details

with tickets.

Tickets on sale from the 26th of June.
priced £50 each

Contact:
whyt@games-workshop.co.uk
Website:
WWw.games-workshop.co.uk/gt

BLOOD BOWL ALBION CUP

Date: 25th September, 2004

Venue: GW Aberdeen Hobhy Centre.
Details: The Second Far Albion Cup
Annual Blood Bow!. There are places for
up to 20 players. All approved feams
welcome. Contact the Aberdeen store for
furthar details.

Contact:

01224 649779

Website:
wiwvw.games-workshop.co.uk/events

OCTOBER
TERRAIN WORKSHOP -
HOBBY MASTERCLASS
Date: 16th and 17th October, 2004
Venue: Warhammer World, Lenton
Details: Spend two days in the
company of some of the greatest
heroes of the Games Workshop Hobby.
The Games Workshop Masterclass
series gives you a chance to hone your
hobby skills over a weekend at Games
Workshop's Lenton headquarters.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Glub Network will be on hand
to offer guidance and advice on
modelling and painting skills. Tickets
cost £100 each and are limited to only
50 places.
Cantact:
gvents@games-workshop.co.uk
Website:
www games-workshop.co.uk/events

WARHAMMER 40,000

GRAND TOURNAMENT 2005: HEAT TWO
Date: 23rd and 24th October, 2004
Venue: Warhammer World, Lenton.
Details: Fight for a place in the finals of
this, the most prestigious tournament in
the 40K gamer’s calendar: You will
require a 1,500pts painted 40K army.
Full details will be sent with the tickets.
Tickets on sale from the 24th of July,
2004, priced at £50 each.

Contact:
40kgt@games-workshep.co.uk
Website:

www games-workshep.co.uk/gt
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NEW RELEASES

A HERO HAS ARISEN...

VALTEN, EXALTED OF SIGMAR

Sigmar reborn! Valten, Exalted of Sigmar rides out upon the Elven Steed Althandin f\‘\
to challenge the dark hordes of Archaon. Wielding Ghal Maraz, the Hammer of

Sigmar, Valten gains +2 Attacks and inflicts D3 Wounds upon his foes. He is clad in the
Armour of the Heldenhammer, presented to him by the Dwarfs, which gives him a 2+
Armour save and Magic Resistance (2). In his hand he holds the strength of a nation and in
his heart lies their courage.

This boxed set contains enough components to make 1 complete Valten, Exalted of Sigmar,
mounted on Althandin, designed by Alex Hedstrém.
This mode! requires assembly.

BE’ LAKOR — THE DARK MASTER

Once known as the Dark Master, Be'Lakor has joined the army of Archaon
after a millennia of maddening, insubstantial existence. Be'Lakor leads his
daemonic legions from the Realm of Chaos, bent on destroying the realm
of man and all who oppose his will. Be'Lakor is the Master of the Shadows
and as such is a Level 4 Wizard. With his great wings he can fly, swiftly
bringing terror and despair to his enemies. Surrounded by the Shadow-
shroud, all shooting suffers a -1 to hit against him.

This boxed set contains enough components to make 1 Be' lakar,
designed by Juan Diaz.

This model requires assembly.

BLACK ORCS WITH
GREAT WEAPONS

Black Orcs are the most powerful and disciplined
of all Orcs, and their mere presence will quell
animasity in the ranks of their unruly, bickering
cousins. Now you can choose to field them armed
with great weapons, making them an even deadlier
menace in close combat.

This blister pack contains 2 Black Ores with great
weapons, designed by Colin Grayson and
Brian Nelson.

These modeals require assembly.

10 NEW RE’.E ASES Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
Al information correct ai time of going to press.



SISTERS OF BATTLE
SERAPHIM SUPERIOR

The Seraphim swoop from on high like angels of retribution to
punish deviant and heretic alike. A Sister Superior leads these
warrior women into battle. A shining example of faith and
bravery, she can carry all manner of wargear into battle. Her
choice of arms include a flesh-searing Strength 7 plasma pistol
and armour-cleaving power sword.

BLACK ORC COMMAND

Black Orcs are the meanest and nastiest of all the

warriors in a greenskin tribe, On grisly standards

they display the bodies of their slain enemies and
charge into battle, eager to crush their foes, to the
beat of primordial drums.

This blister pack
contains 1 Black

Orc Command,
including a Standard
and a Musieian,
designed by Cofin
Grayson and Brian Nelson.
These models require assembly.

This blister pack contains 1
random Sisters of Battle
Seraphim Superior, designed by
Juan Diaz and Jes Goodwin.

These models require assembly.

ORC SHAMAN ON BOAR

When riding a vicious War Boar into battle, an Orc Shaman can move quickly
around the battlefield. His snorting mount means he can put himself in the
best position to invoke the anger of Gork and Mork, all the better to smite his
enemies with green lightning and greenskin thunder.

This blister pack contains 1 Orc Shaman mounted on War Boar,
designed by Colin Grayson.

These models require assembiy.

SISTERS OF BATTLE WITH
SPECIAL WEAPONS

The holy Sisters of Battle may be equipped with many
instruments of divine retribution with which to punish the
unheliever. The storm bolter blows apart enemy infantry, the
flamer burns a fiery swathe through deviants and mutants
cowering in defended positions, while the meltagun cuts
through tank armour with consummate ease.

This blister pack contains 2 Sisters of Battfe with special
weapons, designed by Juan Diaz and Jes Goodwin.
These models require assembly.

BORGUT FACEBEATER

Grimgor’s right-hand Orc, Borgut Facebeater
has a fearsome reputation, and rightfully so.
Borgut carries ‘Ardiad’s Axe o’ Doom, a
massive weapon which adds +1 to Borgut's
Strength and enchants him and any unit he
joins with the Gork’ll Fix {t! spell. Borgut can
also launch a punishing "eadbutt when
fighting a challenge — a devastating Strength
7 attack that can reduce an opponent’s
Weapon Skill to 1!

This blister pack contains 1 Borgut

Facebeater, designed by Colin Grayson.
This model requires assembly.
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EAMES BANGE

Necromunda Spyrers

Each blister pack contains 1 random MNecromunda Spyrer.

These models require assembly.

Yeld Spyrer

Orrus Spyrer Jakara Spyrer Malcadon Spyrer
Designed by Aly Morrison. Designed by Aly Morrison. Designed by Aly Designed by Aly Morrisan.
Ci Morrison.
PRICE I'IST Spyrer Matriarch

VALTEN, EXALTED OF SIGMAR......ovvrsusnrerenneen £15.00 Designed by Mark Bedford.
Denmark kr 225.00 Sweden kr 270.00

Euro € 30.00

BE" LAKOR £15.00

Denmark kr 200.00 Sweden  kr 250.00

Euro € 25.00

BLACK ORCS WITH GREAT WEAPONS...............£6.00

ESrnomark fg 178((5)8 Sweden  kr 80.00 Spyr_er Patriarch

BLACK ORC COMMAND ..vrerrnnn £6,00 | DE5100€0 DY Mark Beciford.

Denmark kr 70.00 Sweden kr80.00

Euro € 10.00

ORC SHAMAN ON BOAR......ccrvuserirasssscinsenenn £7.00

Denmark kr 80.00 Sweden  kr 80.00

Euro € 11.00

BORGUT FACEBEATER £7.00
Denmark kr 80.00  Sweden kr90.00
Euro € 11.00

SISTERS OF BATTLE SERAPHIM SUPERIOR .......£5.00
Denmark kr 55.00 Sweden kr 65.00
Euro € 8.00

SISTERS OF BATTLE WITH SPECIAL WEAPONS .£6.00
Denmark kr 70.00 Sweden kr 80.00
Euro € 10.00

NECROMUNDA SPYRERS ...c.evvunssecsssmsersssisscannsn £7.00
REIKLANDER CAPTAIN ON FOOT AND MOUNTED ...£9.00
SPACE MARINE DROP PODS ........oconssusmsnniensern£6.00

SPACE MARINE DROP SHIP.........ccoocnsissreenere £25.00

Prices guoted are for products sold by Games
Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices. All
information correct at time of going to press.

Space Marine Drop Pods

This blister pack contains 2 Space Marine Drop Pods,

designed by Martin Footit.

These models require assembly.

12 NEW RELEASES

Reiklander Captain on foot and mounted
This biister pack contains 1 Reiklander Captain
on foot and 1 mounted Reiklander Captain,
designed by Adam Clarke,

These models require assembly.

Space Marine Drop Ship
This boxed set contains enough components fo make 1
Space Marine Drop Ship, designed by Martin Fo

These models require assembly.



Y RAITIT GAME

NEW THIS MONTH FOR
THE LORD OF THE RINGS

oL TRAIG

Witch-king on Fell Beast

Designed by Michael Perry, this boxed set
contains the Witch-king mounted on a
Fell Beast.

This models requires assembly.

" Denmark kr 350.00
Sweden  kr 400.00
Euro € 50.00 H

-

Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
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STRR
CHAOS

’REPARING

S FOR THE STORM

“~  Like many of the hobbyists

around Games Workshop HQ, the
White Dwarf team have thrown
themselves into the Storm of
Chaos with great fervour. But for
each of us it’s meant something
different. Many of us were
gagging to get to grips with some
of the awesome new armies and
units, whereas others of us
looked upon the gathering storm
as a good excuse to add to our
existing forces or finish off an old
army. This is how we got on with
modelling and painting our
forces ready to battle for the fate
of the Empire...

esides copious amounts of
Bpainting, converting and general

army-building related tomfoolery,
we've been putting our respective
armies through their paces on the
battlefield. Some of us with very mixed
results. While Nick’s Dwarfs have been
romping home to victory, Guy's Empire
are more often seen running from the
battlefield than fighting on it.

If you're just starting out with a new
force or want to try out some new
units, look no further than Border
Patrol. Here at White Dwarf, we're busy
little bunnies and we've all found that
Border Patrol battles fit nicely into a

lunch hour and make for a great testing
ground for our new models.

As always with war there have been
some casualties. Most notable was the
continual demise of Guy's Captain and
his lacklustre band of ne’r do wells.
But despite these setbacks, we have all
learned something new and useful
about how our new units perform on
the tabletop and, perhaps more
importantly, how they will fit in with
our existing armies.

So, if you've got a hankering to start
painting, take a look at what we’ve
been up to...




LURE OF THE GODS

* Last, but most definitely not least, 1
wanted to take Vradchuk out of his
trusty chariot and put him on a
Daemonic Steed.

Paul Sawyer: Originally I started
collecting this army each month with
£25 to spend (chronicled in the Lure of
the Gods series in WD271-282) and it's
now grown to quite a size.

Despite the series ending after I took
the army to Adepticon, 2 convention in
Chicago, there were still one or two
additions I wanted to add to the army.
So, with Storm of Chaos looming large
it was time to carefully push those
Dwarfs on my paintstation to one side
and add to the army of my Chaos lord,
Vradchuk the Heinous...

As it turned out ‘one or two additions’
was a bit of an understatement as |
wanted to add:

¢ 6 Daemonettes mounted on steeds.

* The superb new plastic Chaos
‘Warriors to replace the tired old ones
I currently have.

* Two Fiends of Slaanesh spawn.

* Another couple of ranks to my

Marauders — 16 simply isn't enough
to make them worthwhile

I'm working on the Daemonettes, but
I'm not happy with how the steeds have
turned out. I'll either start again or
throw teddy out the pram and put them
in a box until I can face redoing them!

The Spawn conversions are the last
things I'll do as they aren’t as crucial to
the army as the other elements, so at
the moment the Marauders are
underway. I'm looking forward to their
increased staying power now they have
full rank, command and armour, plus a
hand weapon and shield bonus to their
saving throws in combat

The regiment of Chaos Warriors that
will take the place of the old Undivided
regiment 1 already had. I also plan to
replace my Slaaneshi regiment, but
having just painted one block of them
I'm taking a break and am turning my
attention to the warhorde’s leader...

Vradchuk the Heinous started on foot
way back when I started the army but as

the force grew it was clear he would be
better served getting into combat
sooner rather than later, so I converted
him to ride in a chariot. This has given
him more speed as well as more
protection but now the army is so big
it's clear he needs even more
manoeuvrability. I've been thinking
about putting him on a Daemonic
Steed for some time but haven’t found
the inspiration to come up with a
suitably impressive conversion that isn’t
based on the Archaon on steed model
everyone seems to use.

Salvation is now at hand for the spikey
one and with 17 components from 13
different models he’s nearly ready to
start painting...




| MEN OF AVERLAND

Guy Haley: Storm of Chaos has given
me an opportunity, or should I say kick
in the backside, to get my long
suffering Empire army finished.

The Empire’s command of gunnery is
admittedly an incentive for collecting
them, but what I really like is the look
of the army. Of all the Warhammer
armies, the Empire is the least
fantastical. Take out the Elector Counts
on Griffons and obligatory wizards and
you've got yourself a nice 16th century
army of German Landsknechts. Not that
I am a historical wargamer, far from it.
What I like about the Empire is their
realism juxtaposed with the fantastical.
There’s something inherently cool
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about watching something so close to
reality take on a horde of Goblins. In
fact, this is why Warhammer is such an
evocative game. No American high
fantasy Timotei blondes riding giant
weevils in unfeasible armour. The
Empire, with their flamboyant late
Renaissance garb, epitomise the gothic
feel of Warhammer’s game world.

Sadly, it is the flamboyant late
Renaissance garb that means I have
been painting my army on and off for
six vears. Ever since the first Soldiers of
the Empire boxed set came out, in fact.
Perhaps a quartered yellow and black
colour scheme was not the wisest
choice, as it takes a very long time

The plume of my
Captain’s helmet
is from the
Empire Knights
boxed set. The
model itself is an
old classic.
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The Battle Standard Bearer (left) is based on

After years of garrisoning carrying
cases, the Men of Averland march
to battle once again.

indeed to effect nicely. [ also like to
paint my men up to the best of my
abilities, which doesn’t help.

Thus the main problem right now for
my army is a lack of core troops. I'm
currently working on two units of 20
Spearmen and a unit of 20 Swordsmen
to alleviate this manpower shortage,
and am steering myself away completely
from vet more quick to paint war
machines and characters. I can then
concentrate on the fun stuff. Pve a unit
of five Ogres which I want to make up
to eight, a unit of Knights and more
converted Pistoliers. There are also a
couple of units of tactically sound
Crossbowmen undercoated and ready
to go. Say what you like about
Handgunners, but I've found that the
Crosshows’ 30" range means they can
fire earlier in the game, and become

St

accurate more quickly because of their
15" short range.

I've also made a new general for
smaller point games from a very old, yet
very good, model. Unfortunately he has
acquired the nickname Captain
Pineapple, as his very fashionable
helmet, bought in Altdorf, had an
uncanny resemblance to the fruit before
I painted him. Even now the name has
stuck. He mustn’t like this moniker, for
every time he charges he fluffs his
attacks. So henceforth he will be known
as Joachim Von Stahl-Ritter. Not Captain
Pineapple. Oh no.

My Battle Standard Bearer’s banner
(above) will be an involved project. so
I'm waiting until after the Spearmen are
done before I paint him. Worthy of note
are the seals. These I made the same

LAHMIAN BEAUTY

Greg MacGregor: With the winds
picking up and the Storm of Chaos
looming on the horizon, I decided to
start a new Lahmian Vampire Counts
force. I've always had a hankering for
the undead, (ever since our budgie
died, in fact) and now was a great time
to start collecting a new army. I decided
to make it a Lahmian army as [ haven’t
seen too many of these types of
Vampire Counts around. And besides, I
was really enraptured by the seductive
powers of the Lahmians in the short

story on page 6 of the Vampire Counts
army book.

For my Vampire Countess I decided that
I would have her fighting in the front
row of a large block of Grave Guard.
This way she will be able to use her
deadly charms to turn her opponents
against their own comrades with the
special Seduction Bloodline power. To
make the countess look slightly
different I've added a set of heads from
the Zombie sprue to the model.

another old model with plastic additions. For
details of bow 1 made the Pistolier (below) visit
Conversion Corner on the Games Workshop website:
www.games-workshop.co.uk/conversioncorner

way as the purity seals on the Relictors
(page 76)), though the parchment is
double-thickness paper glued together
with PVA/wood glue, not Green Stuff.
He carries a shield, even though Battle
Standard Bearers aren’t allowed them,
simply because it looks good. In the
game he counts as wearing full plate
armour.

This is my army as it stands right now:
In future I'll be splitting up the
Handgunner and Halberdier units and
using them as detachments for my new
Swordsmen and Spearmen units. I tend
to play quite defensively, and Spearmen
with detachments are brilliant at
absorbing charges. I've already dropped
Herr Kapitan Pineapple from my Border
Patrol force, his place having been
taken by my Warrior Priest, a dangerous
proposition for those Chaos players.

The Countess Neferata bolds aloft a
gruesome trophy.
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¥ THE ARMY OF SYL

Paul Rudge: On a similar line to Guy
Haley I planned on using the Storm of
Chaos as an excuse to finish my long
suffering undead army but having
received a copy of the Sylvanian army
list I found myself being tempted to do
a little more. First up was a unit I have
always wanted to make at the core of
my undead force — a unit of 30 Grave
Guard with halberds, shields, heavy
armour and carrying the Banner of the
Barrows. l\};thc past I have never found
a suitable s¢t of models that I was e
£ N Ly
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happy to represent these foul warriors
with until the plastic Bretonnian Men- &
at-arms were released. These fellows 3
combined with some spare Skeleton p Ll ¥

heads and the Coffin Shield sprue made
the perfect Grave Guard unit. P

After having looked at the variant
undead list, the unit I knew 1 had to
have next was Sylvanian Levy. Zombies
with light armour, spears, shields and
causing fear at 8 points per model is
simply to good to refuse. As I really like

Mercenary Captain Vespero makes
for a sinister Vampire Thrall.




the plastic Zombie sprue the only thing
I added was the coffin shields (available
by direct order). The coffin shields will
also help unify all the different blocks
of infantry.

With the variant list-replacing
Necromancers with Grave markers 1
was eager to test them in battle. So
having assembled a 500 point Border
Patrol list, I set about challenging all
within earshot to lunchtime duals. One
thing I quickly Iearnt was that I would
always struggle against Dwarfs, simply
because at 500 pts they get 4 Dispel
dice which allowed them to dispel both
Grave markers every turn. Against other
forces with fewer dispel dice I could
summon up at least one unit of
Sylvanian Levy per turn. One very
simple trick I use is to place a Grave
marker as close to the enemies
deployment zone as possible and then
watch their indecision as they
contemplate placing their forces
anywhere near the Grave marker.

(although | easure Jrom the centre of
the marker during games), as this allows
me 1o have skeletons modelled rising
from the earth.

The dread Grave Guard, a forbidding
sight fully-armoured and with shields.

Though slow in combat, Von Carstein Zombie Sylvanian Levy are
a tough unit as they bave shields, spears and light armour.

The whole of my army is now converted,
and I bave begun to paint them.
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Nick Kyme: Prior to the Storm of
Chaos, I already had a large Dwarf army
with a choice of various war machines.
As something of an on-going project
(I'm not the fastest painter) there was
always new Dwarfs to paint, but I'd
always had a hankering to do some
Slayers. Nothing quite evokes the Dwarf
spirit as a unit of Unbreakable, taciturn
and frothing warriors. So, with the
Storm of Chaos breaking across the
Empire like a virulent plague, there
seemed no better time to paint up a
unit of Slayers.

With the new Karak Kadrin list in the
Storm of Chaos rulebook, I was
tempted to opt for an army of these
orange-haired loons but, in the end, I
still wanted to use my existing Dwarf
force. So, to retain a flavour of the
conflict, I decided on a modest unit of
12 Slayers, comprised entirely of Giant,
Dragon and Daemon Slayer models but
using them as any type of Slayer as I
saw fit. I really like the Slayer
Champions and Heroes, as they are
much bigger than Trollslayers and fit
into what my idea of a Slayer is.

Very little conversion work went into
these models, but I did do some
additional modelling on the bases,
adorning them with skulls, broken

The entirety of my Dwarf war-bost. Full of classic models, the army bas a unigue feel to it.

ST

20 PREPARING FOR THE STORM

shields and even an Elf head to convey
the fact that these guys were always in
the thick of the fighting. I opted for a
fairly simple colour scheme with earthy
colours for clothes (mainly just boots
and pants!) and gold with red
gemstones for the numerous bands,
rings and chains that bedecked the
Slayers (I plan to add tattoos later). I
find that with detailed regiment models
it’s best to stick to an easily repeatable
theme. When you try to individualise
each model it can make the unit look a

. - —"—"_-QE

' THE SLAYERS OF KARAK KYME

little disparate. Considering each
individual paint scheme can slow down
the painting process.

Looking to the future, I still want to
raise an all Slayer army. As well more
Slayers, I am also painting up a Goblin-
hewer. These units have the advantage
of being usable in my current Dwarf
army, while providing some great Slayer
army units too. This way I don't have to
paint up a load of models in one go but
can develop my army gradually and test
it on the tabletop. Looking forward, I'll
be painting up a large unit of Slayers
for my Dwarf army, which I can then
break up into two units for my Karak
Kadrin force. Adding a second
command group, I will then have a
decent size Slayer army and some great
new units for my original Dwarfs.
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The High Elves as they look at the present, not foo bad, but they tend to suffer a bit against more resilient races like Dwarfs,

ELVEN EMMISARIES OF DUSK

Christian Byrne: It's only been in the
last year and a half that I have begun to
really play Warhammer. Could this be
due to a long-standing fascination with
power armoured, daemon worshippers-
maybe? But despite being mostly a
Warhammer 40,000 player, I do find
playing Warhammer to be a refreshing
change. So when it came to choosing a
Warhammer army, [ opted for a force
that was very different in style and look
to what I had previously. I chose

High Elves. Initially the army o
consisted of various units, without
much cohesion (reflected in the army
you see above). At the time of writing,

The Mage’s equipment and weapons,
bedecked in jewels, really stand out.

the High Elves are about receive
another 750+ points boost in the form
of another chariot, a unit each of
Swordmasters of Hoeth and Dragon
Princes of Caledor, and finally a new
mounted Battle Standard Bearer (based
on the classic Silver Helm Standard
Bearer), who will carry the Battle
Banner for my newly painted Lord
character. The High EIf Prince (below),
is now ready for war, but won'’t be
riding out to battle until he has a unit
to lead, namely the Dragon Princes. I
have opted to paint
all models with
golden Dragon

The High EIf Prince is distinctive in bis
golden armour.

SRRV AL T, e, W W SN S o S w7 VTS Y p—

armour. The Prince will be joined by
the Battle Standard Bearer with a
Dragon Prince bodyguard (painted in
the same colour scheme)and will form
the core of my cavalry-heavy High EIf
army. It is designed to barrel down the
enemy’s weaker flanks and hopefully
smash through to the heart of the
opposing army. The fact that the Battle
Banner gives the possessing unit an
extra 1D6 to combat resolution should
g0 a long way to helping with this. The
rest of my army will be deployed to
create a Stl'Ol'lg centre to protect my
war machines and wizards, with the
Spearmen and Swordmasters of Hoeth
advancing to stop straggling units that
move too close to the line.

As well as a Prince, [ have painted two
High Mages in the colours of the army,
spending extra time detailing things
like the models’ many jewels, weapons
and cloth trims.

Now all I have to do is to get all these
units finished and start putting my
tactics to the test. There seems to be
only one small problem — the lure of
Chaos. I couldn’t help myself, and have
started a small Border Patrol force.
Now I have to split my spare time
between Chaos and High Elves. Good
thing the core of the army is finished,
and my Iron Warriors are all done!

N
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THE STORM IS UPON US

Summer Gaming activities across the UK

ith Summer finally upon us,
‘x } it is time to dust off those

armies and crack open the
paint pots as Games Workshop offers
you a whole host of activities to keep
you busy throughout July and
August. A worldwide campaign, huge
mega-battles, gaming leagues, hobby
classes and painting competitions are
just a few of the activities we have on
offer. Feast your eyes on these pages
to see what you can do!

Eend

The Storm of Chaos campaign is finally
upon us... An enormous allied horde of
evil armies has massed to the east of the
Empire city of Middenheim. Led by
Archaon, Lord of the End Times, this
seemingly unstoppable army desires
nothing less than the total destruction of
the ancient fortress-city and everything
else that is in their path. Emperor Karl
Franz and Valten, a great champion
many believe to be an earthly
manifestation of the god Sigmar, rush to
defend the city of Middenheim and the

lives of every member of the civilized
races. Will Middenheim fall to the Forces
of Darkness, or will the allied defenders
hold strong?

Over the summer all of our Hobby
Centres will be running special
scenarios, painting and modelling
tutorials, competitions, roadshows and
much more. Every battle you fight will
count towards the campaign’s outcome,
as the Hobby Centres will be entering
their results on a daily basis. The battles
fought in these Hobby Centres also
decide the fate of key battlefields and to
find out more information about this go
to our website www.storm-of-chaos.com.

Contact your local Hobby Centre now
and find out how you can participate.

www.storm—of—chaos.com

Worldwide Web campaign

If vou register online to the Storm of
Chaos website, every battle you play will
help decide the fate of the Empire and
whether Archaon realises his plan. Visit
the official Storm of Chaos website now
to register. You can enter your results,
view the action of the interactive map as
the campaign evolves and access the
forums to plan vour strategy. There’s
also a wealth of other information about
the campaign such as hobby
advice, miniature galleries,
background etc. and an
online painting and
modelling competition.

Do not miss out on
the action —
register now!

WARMAMMER

AN DNDND

Though Storm of Chaos will scon be in
full swing, we have not forgotten about
our thousands of Warhammer 40,000
gamers out there. In every Hobby
Centre you will be able to join in two
great events, the Warhammer 40,000
League and the Cup. Using special
scenarios and random events tables the
best generals will be crowned hobby
centre champion. These champions
will then go on to participate in a
grand final, held at our very own
Warhammer World, in Nottingham.

If you are a Warhammer 40,000 or The Lord of The Rings fan we also
have some great gaming and hobby activities for you too!

WARHAMMER
WORLD

Warhammer World are having two
major events that will have a direct
effect on the Storm of Chaos campaign,
as well as a Warhammer tournament.

10-11th July:
A CALL TO ARMS

Use your Warmaster armies to defend
or destroy Middenheim.

24-25th July:
WARHAMMER DOUBLES

A chance for you and a friend to bring
along two allied Border Patrol forces
and fight for the title of Doubles
Tournament Champions.

21-22nd August:

STORM OF CHAQOS

CAMPAIGN WEEKEND

Fought out over the last days of the
war. Will your force help turn the tide?
Keep your eyes peeled for ticket
availability on our website:

www.games-workshop.co.uk/news

i

T STRATEGY BATTLE GAME S

Battle of the Pelennor fields
This summer all our Hobby Centres
will be recreating some of the many
battle scenes from the amazing The
Lord of The Rings trilogy. With the
imminent release of the Battle for the
Pelennor Fields supplement you will be
able to refight such pivotal events as
the charge of the Rohirrim and the
arrival of the Haradrim. You will also be
able to participate in a The Lord of the
Rings mini-campaign and play in the
final battle of the summer, The Black
Gate Opens.
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As part of the Storm of Chaos global Warhammer campaign, th€£n
Times Roadshow will be sweeping into a store near you. Come along and
battle it out for control of exclusive battlesites that only YOU can affect!

The End Times roadshow will be calling at the following places:

Bloodshed at Fort Denkh

Ritual Terror at Grimminhagen!

Death stalks the Middenstag

Assault on Middenheim!

Chaos Sorcerer

The only way to get

your hands on this Mo
awesome special i &
edition model is

by attending one of A
these roadshows!

Make sure you /

don’t miss out!
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rg From the frozen wastes of the north the
} hordes of Chaos pour forth. Archaon and his
z dark generals marshall their forces with
| cruel discipline — the Kurgan Marauder

! tribes, packs of viscious Warhounds

¥

slavering with bloodlust, towering Knights
" of Chaos blessed by Dark Gods and
legions of Duemons summoned

EFTREH

hy evil Sorcerers,
Building a Chaos army to fight in the Storm of Chaos

e
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. Marauders of Chaos £15 Champion of Chaos Undivided  £7
. This boxed set contains 16 plastic Marauders of Chaos. gﬁ';’gj;k;:; ggg:gg This biister pack contains 1 g‘f{l’gaﬁ" ------ ﬁfgg-gg
L}; Euro......... €£25.00 Champion of Chaos Undivided, EL;mf?l'i ,,,én'ao
B
i
|
B
4
|
i Crom the Conqueror £7 Sorcerer of Chaos and Familiar £6
| This blister pack contains 1 Crom gﬁg’ﬁ:‘“""gggﬁg This blister pack contains 1 Sorcerer gf';’g:f “““ ﬁgﬁgg
| the Gongueror. Euro......... <1100 of Chaos and 1 Familia. Eo..... . €A00
i
il
|
]
i
|
i Spawn of Chaos £10
‘ This boxed set contains 1 Spawn of Chaos. gﬁ';'g:f::g ;gg:gg
B €17.50
1{.
i
| |
i
|
i
|
i
5
B
g Archaon, Lord of the End Times £18 Warhounds of Chaos £6
H This boxed set contains 1 Archaon, Lord of ~ Denmark....kr 225.00 This blister pack containg 2 Warhounds of Chaos. Denmark......kr 70,00
; Swedeon ...k 270.00 Swaden . ..kr 80.00
the End Times. £30.00 i
EUTD.c . B 300 Euro...........€10.00

Models shown at 75% actual size. Models supplied unpainted.
T s T VT EE a3 e P z
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Independent retailers are responsible for determining their own prices. All information correct at time of going to press.

e




Horrors of Tzeentch £6

This blister pack contains 3 Harrors of Tzeentch.

Chaos Furies £6
This blister pack contains 2 Chaos Furies. e
Eurg...........£10.00

Mounted Sorcerer of Chaos £7 Knights of Chaos £25
This blister pack contains 1 Mounted gﬁmk """ f:gg;gg This boxed set contains 5 Knights of Chaos. gﬁi';’:f j"jﬁﬁgggjgg
Sorcerer of Chaos. EWrQn €11.00 Eurg........ .€40.00

Using the components shown
here, you can create your own
unigue Chaos conversions.

WARP BANNER CHAMPION OF
9947010202406 E2 KHORNE AXE
9947020113403 £1.50

CHAMPION OF CHAOS UNDIVIDED CROM SPRUE
HEAD AND WEAPONS 9947020114501 £2
9047020112702 £2.50

id

NURGLE LORD SPRUE 2 NURGLE CHAMPION NURGLE LORD SPRUE 1 CROM SHIELD TZEENTCH LORD GLAIVE BLASTED STANDARD SLAANESH LORD HEAD

9947020113703 £2.50 SPRUE 9947020113701 £1.50 9947020114502 £2 9947020114203 £1.50 9947010202404 £2 9947020113901 £1
9947020113802 £2.50

Madels shown at 75% actual size. Models supplied unpainted.

Independent retailers are responsible for determining their own prices. All infarmation correct at time of going to press.

Prices quoted are for products sold by Games Workshop through its own stores, céta\ogue or website, m,gqmes-workshop.com 25
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ALTING T

HE TIDE

CHAOS

With Archaon’s Horde thundering
toward Middenheim and
slaughtering everything in its path,
it’d be churlish not to get the writer
of this intimidating army list to
explain just how he expects players
to go up against twice their own
points value and face the hardest
warriors Chaos has to offer, and live
to tell the tale.

hil Kelly: Well, the first thing that

you have to do is admit to yourself

that your forces are going to die. To
a man. Once you've got your head

around that, you can concentrate on
taking as many of those thrice-damned
Chaos Warriors as possible screaming to
the afterlife with you.

The Halting the Tide scenario pits you
against Archaon himself (or Crom, his
lieutenant) in a desperate bid to halt the
forces of Chaos from reaching
Middenheim. With the sheer number of
Chaos troops at Archaon’s disposal, it is a
fool’s dream to think that one small army
can achieve this, but a canny general
might just be able to hold back the forces
of evil for a while and buy the good guys

This map will become familiar to anyone involved in the Storm of Chaos campaign. It's
your job to make sure those red arrows indicating Archaon's invasion move nice and
l - slowly. If you don't Archaon will be knocking on Middenbeim’s door before teatime, and

(the temple of Ulric will be in no small amount of peril.

26 HALTING THE TIDE
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a little more time. Well, help is at hand -
the next few pages will give you a few
handy hints and tips on how to ruin
Archaon’s day.

MAD, BAD AND DANGEROUS
TO STAND IN FRONT OF

First of all, let’s look at the Chaos forces
that will be arrayed against you. If you've
played against Chaos before and think
you know what to expect, be advised that
Archaon’s Horde itself is quite different
from a normal Chaos army, and boasts a
few nasty surprises.

First off, Archaon’s Horde is so numerous
that almost the entirety of the enemy
deployment zone will be filled with bad
guys. This is a daunting spectacle, to be
sure — more spikes than a porcupine but
with the attitude of a charging rhino. It's
important not to get intimidated,
however, as this could cost you later in
the game, when your attention’s not as
sharp as at the beginning of the game.
Try not to be defeatist; after all, you
already know that all of your forces are
for the chop. By the manner of their
death shall you know them...

KNOW THE ENEMY

Here are some of the main contenders in
the Archaon’s Horde army list. It's
important to familiarise yourself with
these units, as they all cost an awful lot of
Victory Points. Kill these tough guys and
you're halfway into the sagas of
Middenheim already.

* The Chosen of Chaos: Archaon's
Horde allows the Chaos player to take
Chosen Chaos Warriors and Chosen
Knights of Chaos as Special choices,
rather than restricting you to having one
of each. Coupled with the facts that
Daemons are prohibited in Archaon’s
Horde (Daemons can be so boisterous
sometimes), and that there are many
Special choices available to the Chaos
player fielding such a large army, you'll
probably be going up against quite a few
units of these deadly fighters. In a 2,000
vs 4,000 points game you could be facing
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Chosen Chaos Warriors can be taken as Special choices in Archaon's Horde.

six units of high Strength, multiple Attack
Chosen Knights. A truly scary prospect.

Luckily, both of these units have their
weaknesses. Fully ranked up Chosen
Warrior units are slow and relatively
cumbersome, their movement easily
slowed to a crawl by well-placed units of
march-move inhibitors (see later on). It’s
not really worth pouring fire into these
guys when there are so many easier
Victory Points around — Marauder
Horsemen, Chaos Hounds, Chariots, and
characters on Daemonic Steeds are far
easier kills to garner instead of wading
through ten or so Toughness 4 Chaos
Warriors with excellent saving throws
before you begin to rack up the points.
In short, ignore them until they’re right
upon you unless you have something
powerful that can bypass their extremely
good armour.

Even in Archaon’s horde, Chosen
Knights tend to be few in number —
each one weighing in at a hefty 45
points even before upgrades, Marks of
Chaos and so forth. That’s only five
points cheaper than an Empire Captain!
It'll be tricky to kill a whole unit of these
guys, 50 aim to reduce them to half
strength before they hit your line, even
by using the stand and shoot charge
reaction if necessary. If a unit of 16
Handgunners can take out five or so
Chosen Knights with a couple of rounds
of shooting it'll have paid for itself twice
over. Remember that fact when the
Knights hit home and reduce them to a
bloody paste.

* The Hellcannon: The Hellcannon is
the most devastating piece of artillery in
the Warhammer game. Although it has
superficial similarities to a Stone
Thrower, it’s far more potent, as you'd
expect from a cannon this big. It is a
guess range weapon but can re-roll the
Scatter dice if you get a result you're not
happy with and, when the small Blast
template is placed, everything
underneath it suffers a Strength 10 hit
doing D6 Wounds — about as destructive
as you can get. Furthermore, a second
template is then placed (the large

template) over the first — anything under
it must pass a Leadership test or flee
directly away from the Hellcannon. Just
one of these shots can cost you a unit
and send others fleeing for their lives,
even though in the Halting the Tide
scenario your units are immune to
panic. With a Toughness of 7, a 3+
Armour save and six Wounds, it’s also
incredibly difficult to kill. The
Hellcannon is truly one of the most
potent weapons in Archaon’s arsenal,
and in the Horde, he can take more
than one...

Crewed by the cruel Chaos
Duwarfs the Hellcannon is a
devastating war machine
to face but fear not —

it’s not invincible. ..
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So, how to deal with these monstrous
daemonic machines? Well, there are a
couple of pieces of good news under all
that doom. Firstly, Archaon’s Horde
excels at one thing — close combat. The
Chaos forces will try to close with you as
quickly as possible, and once they are
engaged, they prevent the Hellcannon
from dropping any more salvos of
hideous wailing doom on you - you'll
have great spiky axes to worry about
instead. Not much of a bright side but
sometimes, when there’s a couple of
daemonic cannons growling at vou, close
combat doesn't seem so bad.

Secondly, and far more importantly, the
Hellcannon has one major Achilles heel.
The Rampage special rule forces the
Hellcannon to roll 2D6 in the
Compulsory Moves phase — if there is an
enemy unit within that distance in inches
then it must charge them. When it
rampages, it can’t launch daemonic blasts
of energy into vour lines. and you can
always flee from the charge, hopefully
rallying in your next turn and forcing the
Hellcannon to charge once again. In this
way you can lead these behemoths on a
merry little dance, growling and spitting
as they attempt to sate their thirst for
steaming flesh and blood laced with the
taste of fear.

How best to go about this? Simple; use
Skirmishers, Fast Cavalry and Flyers. All
you need is to get a small, mobile unit
close enough to the Hellcannon that it
will Rampage (try nipping round the
flank or flying over the Chaos battle line)

- i
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| Flayerkin ignore
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- 3" away is a good place to aim for. Then
flee the charge and repeat the process —
Fast Cavalry are very good at this, due to
the fact they can move when rallying after
voluntary flight. Tunnelling troops and
those that enter play from a table edge,
such as Dwarf Miners, are also very handy
for this role.

Another tactic to employ against the
Hellcannon is salvos of missile fire. You
probably won’t damage the machine
much, but, as with many war machines,
the weak point is the crew. The
Hellcannon has a nasty habit of
devouring its own Chaos Dwarf handlers
on a misfire, and whether by shooting or
misfire if it has no crew it will Rampage
every turn from that point on, even to
the extent of charging Chaos troops
(basically whatever is nearest to it). In
this manner you can stop it from firing
normally and set it on the Chaos horde
into the bargain — it'll need a fair bit of
committed firepower to achieve this
result though, which you may well need
to use elsewhere.

Alternatively, if you play Empire or
Dwarfs, you could just hit it with lots of
cannon balls until the thing eventually
comes apart...

* The Flayerkin: Good news on this
one, provided you're not playing a siege.
The Flayerkin — vile fusions of Chaos
Marauder, Skaven, metal and chain —
were created for Archaon by the evil
Skaven genius Throt the Unclean in
return for hundreds of slaves. They have
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been created specifically to scale the
walls of Middenheim with the climbing
claws grafted to their wrist stumps; claws
that can easily take off the heads of their
foes in one clean sweep. As Skirmishers
with Killing Blow, small units of these
guys will do their level best to engage
yvour characters and take them down.
Luckily, they only move 8" a turn, have no
armour and a Toughness of 3: one good
volley or magic missile spell should see
them off. Don’t let them get into contact
with any of your leaders though, or it'll
be the Chaos player netting the easy
Victory Points. Also, if you’re playving a
siege, kill them off fast — they ignore
defended obstacles and can easily roll
over a wall section on their own.

A GLORIOUS DEATH

Time for the good news. In the Halting
the Tide scenario, your troops are just as
aware of the fact they are all going to die
as you are, and are hence immune to
parnic. This means you can count on your
troops fighting to the last, and not
running when the charges hit home.

Secondly, a force the size of Archaon’s
Horde isn’t about to sneak up on
anybody - as your forces are forewarned,
you will always get first turn. This is
invaluable for executing the battle plans
below, notably the Refused Flank and
Breakthrough tactics.

There are several tactics it is possible to
employ against the Horde no matter
which army you play. Firstly, the big one:
the refused flank.
AR, [RE XY,
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REFUSING YOUR
OPPONENT’S ADVANCES
This is the classic refused flank

‘|l REFUSED FLANK - DEPLOYMENT

manoeuvre. Easily the prime tactic when ' K‘w l&i l&l 4! 4! I&I ¢ W.I W.l I‘&l ‘G‘ *

facing a force that outnumbers you. This
tactic hinges on concentrating the efforts
of your force on one flank of the enemy
army, whilst leaving the other flank with a
long walk before they can achieve
anything useful. This works very well
against an army of the same size but with
Archaon’s Horde being twice the size of
your own points-wise it’s trickier as the
Chaos general is likely to have more units
to deploy once you've finished.

Archaon’s Horde is typified by the fact
that it will almost always fill the entirety
of the deployment zone, therefore it’s
easy to leave some units stranded or
bottlenecked so they can't reach your
forces. The scenario is balanced so that,
in a fair fight where the Horde brings its
full might to bear, you can still achieve a
draw with a decent defence plan. If you
deny the Horde the ability to play to its
strengths, you'll turn a draw into victory.

How to execute this manoeuvre

® Unlike many Warhammer tactics, this
one hinges on your deployment. A good
place to start is to have several decoy
units — small, inexpensive units and fast
units, such as Skirmishers and Fast
Cavalry — to deploy: These should be set
up on the flank you intend to refuse (let
scenery dictate which one this is; the one
with the least in the way of obstructions
is normally a good place to start).

® You might want to put them close to
the centre, because firstly it doesn’t pay
to advertise what you’re planning to do,
and secondly, you can move these decoy
units to rejoin your main battle force on
the other flank of the deployment zone.
|3 REFUSED FLANK - MID-CAME
® I like to leave at least one inexpensive q
ranked up ‘guard unit’ in place on the far |
flank. Any stranded Chaos forces .)I(‘ .)](‘
attempting to swing round to engage .
your main battle force on the opposite
flanks will expose their own flank to a
charge from your guard unit. If the Chaos
forces take the bait and charge the guard
unit, so be it - you’ll probably lose a unit,
but it’ll distract a section of the enemy
army long enough for your main force to
take apart the section on their own flank. Concentration of fire

® In this manner the bulk of your force
can take on half of the Chaos troops
whilst the others spend several turns
trying to manoeuvre into position. When
they arrive, you’ll have dealt with several
of the units on your own flank and
should be able to redirect your fire and
charges into the ranks of the newcomers.

Archaon’s Horde
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! BREAK ON THROUGH TO

THE OTHER SIDE

Fed up with all this talk of shooting,
cannons and magic missiles? Prefer to
meet your foe face to spiky visor
instead of all this lurking at the back?
Well, there is a way to conquer the
Hotde that relies on force of arms.

This tactic is difficult to achieve, and
takes several turns, but can win you
upwards of a thousand Victory Points in
one fell swoop. The first place to start
is to have a couple of really hard
cavalry units. I mean ones with a
couple of tooled-up characters in the
front rank, a magic ‘Banner of Horrible
Doom’, and an ability not only to laugh
in the face of death but also to spray
his skull pink. These units will have to
smash into the Horde battle line and
out the other side. Over and over again.

The breakthrough tactic is simple
enough — pick the weakest point in the
enemy line (units of low armour, low
Toughness Marauders are a good place
to start), aim your hardest cavalry unit
at that weak point and charge as soon
as possible. DO NOT pick a part of the
line where your enemy has a second
line of units that could countercharge if
you break through, as this will ruin the
tactic. Move a unit or two up in
support. This may mean getting into
charge range of Chaos cavalry or
chariots, so make sure your general and
preferably battle standard are within
12" of this supporting unit.

You should win the combat by lots and
break through easily, causing Panic tests
in the densely-packed neighbouring
units. With a bit of luck you'll run
down the unit you charged and scare
another off into the bargain.
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Now your hard unit(s) are at the back
of the enemy line, the fun really starts.
You are not only restricting march
moves, but the enemy cannot turn to
face the threat at the back of their
battle lines without presenting their
rear to the rest of your army, still in
front of the Horde battle line.

Next turn, manoeuvre your hard unit
around so that it threatens the rear of
as many Chaos units as possible,
preferably those that have reached, or
are about to reach, your supporting
units in the main battle line. Snarl up
any combat in your battle line by
throwing as many units into the grinder
as possible — the idea is to get the
Chaos army to commit several units in
return. If you can get an unbreakable
unit in there so much the better, and a
flank charge from Fast Cavalry might tip
the balance even before the heavy
cavalry hit home next turn.

The final part of this ploy is to plow
your hard cavalry unit into the rear or
flank of the Chaos units tied up in this
combat. With the +2 for a rear attack,
the fact vou're negating ranks, the
added unit strength and the deadly
goodness of the cavalry unit, you
should win the combat convincingly
and (with a bit of luck) send several
Chaos units running. One healthy 3D6
Pursuit roll and the big Victory Points
roll in — all the points of those
expensive Chaos troops plus a bonus
hundred for each standard captured.

Admittedly; there are many ways the
Chaos plaver can counter this tactic,
but when it works, it really works. If
you're taking on an army that excels in
close combat, trust me, this gives better
odds than a reckless charge...
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*alternatively, go on and take on that Hellcannon — it’s worth 270 pts after all, and
suffers from Instability. ..
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THIS OUGHT TO

SLOW 'EM DOWN

The oldest trick in the book for a shooty
army is using a march inhibitor — whiz a
flying unit over the heads of the enemy
army and park it within 8" of as many
enemy units as possible, restricting them
from marching and buying your shooty
units precious time. The enemy units will
be slowed to a crawl (almost all the Chaos
infantry in Archaon’s Horde has a move of
4" and, purely by keeping the flying unit
within 8", you will have bought vourself
more time to redeploy or simply shoot the
hell out of the units you've chosen to
punish. This also combines well with the
refused flank tactic. If you haven’t got any
flying troops in your army, tunnellers will
do just as well, or even some Fast Cavalry
at a pinch.

BOTTLENECKS

Another good trick to employ when you're
up against seemingly overwhelming
numbers is to use the terrain wisely. With
a simple move, you can bottleneck your
opponent’s forces ~ this combines nicely
with the refused flank tactic (see diagram
three above — their advance is blocked by
the woods and the other Chaos units).
Your opponent will find that many of his
units are forced to wait behind those units
that are actually advancing or engaged in
close combat. This will normally happen
as a natural extension of the size of the
Chaos force. However, by engaging with
an unbreakable unit (swarms are perfect
for this) vou can force a bottleneck, halt
the advance of a large section of the
enemy battle line and concentrate your
efforts elsewhere.

CONCENTRATE ALL FIRE
Whether you're shooting at your ‘victim’
unit or casting magic missiles at it,
remember to concentrate your efforts on
one particular target until it is damaged
enough to either run away or give vou a
bunch of Victory Points. Causing Panic
tests in the enemy is paramount — one
flopped test and a unit is taken out of the
running for at least two turns (one whilst
it rallies and one whilst it gets back into
position) allowing you to concentrate
your efforts on the next nearest threat. It's
a great feeling when part of the bad guy’s
battle line collapses, so don’t get fazed by
the enormous amount of threatening
targets — take them out one at a time and
in order of highest priority and they will
become manageable pretty quickly.

PICK ON THE SOFTER BITS
You won't get too many chances to snaffle
up quick and easy Victory Points against
the Horde, but when you do, grab them
with both hands. That means sending a
cannon ball into that Chariot of Chaos
(120 points), zapping the Spawn with a
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magic missile (60-75 points), and
shooting those Marauder Horsemen (65-
180 points). The added bonus this has is
that a unit that is destroved in a single
phase will cause Panic tests in any unit
within 6" of it — in Archaon’s Horde,
that's usually bound to be at least two
units. With some good rolls and a bit of
luck, you can collapse entire sections of
the Chaos line. After all, it’s unlikely
you'll cause enough casualties on a large
Chaos Warrior unit to drive it off, but
shoot down the small unit of squishy
Chaos Hounds next to them and not only
have you killed off a unit but you've
forced that Panic test on the Warriors
(and possibly their mates) into the
bargain. Remember you can force Panic
tests in both the Magic and Shooting
phases. In the Halting the Tide scenario,
panic is your friend — force those tests as
often as possible.

This tactic really comes into its own in
the closing turns of the Halting the Tide
mission, as you'll find stragglers galore
and lone characters wandering about the
battlefield. Hit ‘'em with everything you've
got, even if it means losing a unit or two
in the process.

Finally, don’t be afraid of noble sacrifice.
Has your unit of five heavy cavalry
suffered a couple of casualties? Great —
now it becomes the perfect character
killing unit. Just charge them straight into
a unit harbouring an enemy character
(preferably a wizard) and you'll be
spitting him on up to four lances, plus
the often-lethal attacks of the horses. A
gamble that could easily net you a couple
of 100 points before your Knights run for
the hills, and pull an enemy unit out of
the battle line into the bargain. They may
even rally in your next turn if you're
lucky. It's important that you take these
risks occasionally, or the Chaos line will
run over you like a steamroller around
Turn 4.

DON'T GET COCKY, KID

No matter how well things are going, it's
generally an idea not to engage in
combat until you’ve whittled away at least
some of the Chaos units. You'll need
every one of your units to make a
difference if you want to win, so pick
your fights. As you're immune to panic,
you're well within your rights to set up
toward the back of your deployment
zone, or to back away in your Movement
phase — both of these important tactics
can buy you another vital turn of
shooting/magic/not being cut apart and
fed your own intestines.

On the flip side of this issue, when you're
fielding an army twice the size of your
opponent, it's easy to get complacent.

Your opponent’s mind will likely be filled
with visions of his glorious Chaos legion
running roughshod over your paltry
defenders, pillaging and burning merrily.
and I have to say having ficlded the
Horde a couple of times it really does
affect your game. Jump on any mistakes
your opponent makes, capitalise on any
openings he’s left in his line, and you’ll
find his demeanour change soon enough.

TACKLING THE BIG FELLA
Okay, so we've tackled the Horde. One
small detail remains — tackling Archaon.
The easiest way to do that is to make sure
that he doesn’t reach the hard centre of
your lines — effectively ignore him and
feed him cheap units so that he can’t
bring that 855 points of killing power
right into your most prized unit and pay
off some of the investment he represents
to the Chaos player. Unfortunately, as
vour enemy will be setting down his
characters long after your deployment is
complete, Archaon will usually be
opposite the juiciest part of your lines. As
the venerable scholars in Altdorf would
say, this is a bad thing.

The baddest horsemen of them all,
Archaon is a virtually indestructible
killing machine capable of slapping the
Four Horsemen of the Apocalypse back
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into their stable. Luckily, his horse is not.
Dorghar is 2 Daemonic Mount, and as
such takes separate hits to Archaon
himself — in fact two thirds of the hits that
thud into Archaon will actually hit his
steed. Although the damned thing has a
Toughness of 5, 3 Wounds and a 5+
Daemonic Ward save, it's still far easier to
kill than Archaon — a good volley of
firepower and a few magic missiles
should send the Lord of the End Times
tumbling to the floor. Once he’s trudging
towards your lines on foot, he’s a hell of
a lot easier to cope with.

IN CONCLUSION

Well, that little lot should get you started
and make sure that you get less of a
sinking feeling when your gaming buddy
puts down those eight units of Chaos
Warriors. Taking on the Horde in the
Halting the Tide scenario really is the
ultimate challenge, and you'll need to
play a tight game and have luck on your
side to get a decent win. However, if you
do manage to get a win, you can truly
impress your friends with tales of
heroism and derring-do, the Storm of
Chaos may yet be held at bay. Now get
out there and take down as many of ’em

as vou can before the guy with the scythe .."-
shows up, and remember, have the spray 3.

paint ready. ..

Archaon is a lot easier to deal with if you kill bis Daemonic Mount. Of course, having
Vaiten on your side doesn’t burt eiber.
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HALTING THE TIDE

Welcome to this month’s Battle Report where we’ll be playing the Halting the Tide scenario from the Storm of
Chaos book, pitting a contingent of stalwart Empire troops and warriors of the Kislevite army against a massive

This will be a bloody and heroic
stand in the snow-covered Steppes
With 3,000 points of Empire and
7 Kislev, led by Graham McNeill and
Ken Kennedy, versus 6,000 points of
% ‘..(fhaos, led by Anthony Reynolds and
MY -Adam Troke, the scene is set for a
By truly titanic conflict with no mercy

® 1 Gag ,%x ected on either side. Such a vast
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now swirled around the loncly
watchtower, an upthrust crag of black
stonc against the leaden sky. Dawn was
minutes old and the tramp of marching fect
already disturbed the quict of morning.
Smoke curled from the braziers sct beside
the cannon positions as soot-stained gunners,
sweating despite the cold, havled their
bronze charges forward. Horses whinnied as
they smelled the rank stench of the
approaching army. the scent of hideous
beasts carried on the cold air from the
north. Shouting men and officers chivvied
scarcd, pale-faced soldiers into regiments. the
drums beating a mouraful
tattoo as the combined army
of Empire soldiers and
Kislevite warriors
prepared to meet this day's
battle with heavy hearts.

horde of Chaos spilling southwards toward their position in the Oblast. These allies will fight to the death to
defend the land of Kisley, buying time for the defenders of the Empire to prepare for the coming invasion.

All knew that there would be no running
from this battle, that there was no choice
but to turn and fight: making as glorious an
end for themselves 25 might be remembered
in song and legend for years to come Fierce
Klislevites painted the colouss of war upen
their horses’ flanks, fixing their magnificent,
feathered back banners 1o their saddles as
Empire standard bearers unfurled their battle
flags. the colourful silk rppling in the stiff
morning breeze, Captain Goscik licked his
Itps. tis mouth dry and his blood chilled at
the thought of facing his certain death He
was o stranger to war, having spent the
better part of the last year and a half in the
harsh, unforgiving land of Kislev, but felt
his fear risc in a suffocating wave uniike
anything he had known before He had
survived the massacre at Zhedevka and
tought at the great victory at Urszebya, both
battles he would never forget for very
different reasons Each time he had felt fear,
but had quashed it, knowing that there was
always a chance of survival

But now.. now there wis oo chance
Rumour spoke of a horde at least twice the
size of their force, with wild horsemen and
armoured knights behind them. cutting them
off from the road sovth. They would fight
and die here or they would fight and die
somewhere else. But at least here they stood
a chance of inflicting some damage on the
horde. Even as he formed the thought. the
enemy came into view, marching across the
crest of the hillside before them in a never-
ending tide of armovred warriors. On and
on they came, rank upon rank of tribesmen
in bloodstained armour, hundreds of them,
warriors on foof, warsiors on dark. stamping
horses, and hellish beasts that bayed in
lunatic hunger for blood Goscik felt his
fimbs shake in terror as he saw the
monstrons rider atop a vast stallion of
tcrrible aspect, with burning coals for cyes.
Horned and cloaked with darkness. Goscik
kocw he looked upon Archaon, the Lord of
the End Times himself.

He felt the fear of Archaon's coming spread
like a plague through the army and turped
to face the men loading the cannons.

Straining to kecp the fear from his voice,
he shouted, “Fire!”
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" THE HORDES OF ARCHAON

Anthony Reynolds:
With a total of 6,000
points at our disposal,
we could have a lot of
Chaos troops. And I
mean A LOT. As we
could only take the
T same number of
characters as available to the enemy,
instead of spending loads of points on
expensive characters, we would be
spending most of our points on basic
troops (not that there is anything basic
about Chaos troops, of course), so this
really was going to be an army with loads
of warriors in it.

As I was in command of the Undivided
part of the force, it just had to be led by
Archaon himself. He is an absolute killing
machine — I just hoped that I didn’t roll
too many 1s to hit, and end up striking
myself in close combat. For other
characters, I took a Level 2 Sorcerer
(Skardrol) to provide some magical
support, and an Exalted Champion
(Thorkan) to add some serious fighting
ability to whatever unit he joined.

I also took an Aspiring Champion
(Raskath) carrying the Battle Standard
which I decided would he the magical
Banner of the Gods. This nasty little
standard makes all Chaos troops within
6" stubborn — ideal for making units hold
against the charge of hard-hitting units
for long enough to get support. The one
thing I feared in this game was a big unit
of Inner Circle Knights or Gryphon
Legion Lancers picking on our foot
troops — if they rode through one of our
units and punched through our line, they
could easily cause enough damage to
quickly rack up the points required to
force a draw. Therefore, this Aspiring
Champion would be positioned where he
could stem any such breakthrough.

The choice of what units to take was
surprisingly straightforward — I merely
picked every Undivided model in our
Studio army! Every Warrior of Chaos was
used, every Knight, every Marauder and
every Chaos Hound! Added to this was
two of the mighty Hellcannons, and the
total was just about right for the army
with some minor tweaking of magic items
and banners.

Adam and 1 really had to be careful in
this game. I know that sounds strange as
we 50 clearly outnumbered (and could
outfight) the Empire and Kislev forces,
but it's true. With such an overwhelming
force, it is easy to become complacent
and start losing units ~ these quickly add
up, and then you find to vour surprise
that you have lost the game. We had to be
vigilant against this. Also, because of the
sheer number of units we had in the
army, we had to be careful that they were
used effectively and didn’t cause
problems by units getting in each other’s
way as we closed on the enemy.

We also had to be fairly careful with our
deployment. If I were on the Empire
side, I would want to deploy with a big
refused flank, so that [ would only have
to fight half of the Horde. I fully expected
Graham and Ken to do the same, so we
had to make sure our key units were in
the right place and didn’t spend all game
getting into position. I see Archaon and
his Swords of Chaos being my main unit
for dealing out the pain, so would try and
make sure they were able to get into
combat as soon as possible without
getting shot to pieces on the way in. 'm
confident that if I deploy the Swords of
Chaos in the right place, that they should
be able to tear the heart out of the
Empire army by themselves — and
hopefully Graham and Ken will be so
distracted by such hard hitting and fast
units as the Swords of Chaos and Adam’s
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Chosen Khorne Knights that all our big
units of ranked up Chaos Warriors and
Marauders will get to their lines almost
intact, and be able to destroy anything

that remains in our path...

Adam Troke: If vou
ever happen across a
game of Warhammer
that I am playing, you
will almost always see
me desperately trying
to marshal the
warriors of my
Empire army. For years I've fought on the
side of Karl Franz, throwing knights and
hot lead at my foes in equal amounts.
Not today however. Today, in my first ever
Battle Report, I am taking dual command
of Archaon’s Horde with Ant. While Ant
takes control of Archaon and the
Undivided part of the horde, T get the
undeniable joy of using a 2,000 point
Khorne force, fantastically painted by the
"Eavy Metal team.

A Lord of Khorne riding a Daemonic
Steed was the order of the day, armed
with the Great Fang to negate Armour
saves. I gave him the Crown of
Everlasting Conquest, granting him the
regenerate ability so that he could ride at
the vanguard of the army soaking up vast
amounts of punishment and keep going
strong. I backed him up with an Exalted
Champion wearing the Helm of Many
Eyes allowing him to always strike first
with his great weapon even if charged.
After choosing ten Chosen Knights of
Khorne and a unit of Chosen Warriors of
Khorne, a block of Marauders, a Khornate
Chariot and a Bloodbeast, I was just shy
of 2,000 points.

I wheedled and whined until Anthony
agreed to let me use one of the
Hellcannons and that was me set. I had a
strategy and a personal mission. My Lord
of Khorne was going to race forward with
the Khornate Knights and drive a hole
through the Empire battle line. The
remainder of my warriors would rush
forward at full pace and split the hole my
cavalry would make wide open. Simple
and effective.

Surveying the battlefield with a careful
eve I laid the challenge down. My
Khornate Lord would take more skulls
than Archaon. Ant looked doubtful. But
there would be no stopping me. The
gore-soaked warriors of Khorne would
lead the way south, carving a bloody path
to the very heart of the Empire. I hope.

/ " Adam and Anthony devise a diabolical plan.
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EMPIRE AND KISLEV ALLIANCE

Graham McNeill:
Against such a vast
horde of Chaos, there
was no way they were
going to do anything
but steamroller us
into the ground — that
was a given, but by
the manner of our deaths shall ye know
us! Just because we were all going to die
was no reason to be downhearted. With
Ken playing the Empire army, [ would be
in charge of the Kislev allied contingent.

Our strategy was going to have to revolve
around a refused flank and large blocks
of infantry that would be able to stand up
to a charge of frothing Chaos lunatics
long enough for a countercharge of
cavalry to take them in the flank. Pinning
units in place and hopefully running
them down was the only way we were
going to rack up enough points to force a
draw, or, if Sigmar and Ursun were with
us, a victory. Picking the Kislevite
contingent was simplicity itself. I had
1,000 points to spend, and the bulk of
that went on two large units of Kossars,
with Boyar Leontov to lead one of them
(and make them stubborw). A unit of
Ungol Horse Archers would hopefully
slow the Chaos advance and give our
artillery more time to inflict some serious
damage. A unit of Winged Lancers and
one of the feared Gryphon Legion were
next up, and I knew they’d be more than
capable of dishing out some damage to
our abominable foe.

We arranged our army in a refused flank
on the eastern side of the table in a
staggered formation; infantry blocks
forming the first wall against the Chaos
foe, and the cavalry slightly further
behind with enough space to charge out
and hit a pinned enemy unit in the
flanks. It's not the most foolproof plan in
the world, but what plan ever is?

Ken Kennedy: I must
admit that I was full
of fear and anxiety
when I was told that I
would be playing a
2,000 point Empire
arpay in a desperate
battle against a
massive, 6,000 point Chaos horde led by
Archaon himself! I'm a Dwarf player of
old and have only ever played with
Empire troops once when a crazy
tournament scenario forced me to fight
against my own troops. The only thing
that I remembered about that battle was
that the Volley Gun reduced an
unfortunate unit of Miners into

hamburger, and that I won. What was [
worrying about, I had been batting 100%
with Empire: I couldn’t lose!

I felt much less concerned when I
discovered that Jim had selected the
Empire troops that I would use in the
battle. Jim has an intimate knowledge of
the Empire army and I was guaranteed to
have a great army to field. Even better, I
now had a scapegoat if things went
poorly for me.

As for a plan, Graham put things in
perspective with his realistic observation
that all of our troops were assured to die
horribly gruesome deaths and that no
one actually expected us to win. That
made things easier. Adam and Anthony
had equally great outlooks. They were
there to have fun first and destroy the

Empire second. If some work got done
at the same time, so much the better.

Our deployment and strategy would be
more Dwarfen; set up on a hill on one
half of the table and shoot. Hopefully
we would destroy the nasty fast units
first and then maybe panic a few units
of Marauders before our line got
assaulted by the harder Chaos troops.
Graham and Jim had a devilishly clever
scheme of counter-attacks worked out,
s0 all we had to do was wait to see
what Chaos would do. Everything was
falling into place... the vastly superior
Chaos horde was falling into our trap.
We would be victorious!

By Ghal Maraz and the bears (yes,
bears) of my ancestors, we will choke
our rivers with their dead!

|
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have the best chance of punching big ho

hold till the last man.

the main Empire for
conditions for the scenario: utter annihilation was assured; we
just had to take as many of the cursed hell-spawn with us.

Jim Butler: Since Ken was only in the UK for a few days, I
agreed to help out with choosing the army. Graham sorted out
the Kislev contingent, which left just under 2,000 points for

ce. We had to bear in mind the victory

First on the roster were several war machines, as these would

les in the Chaos lines. Two Cannons, a

Mortar and a Helblaster fitted the bill nicely, with two units of Handgunners to
bolster their firepower. We also needed a solid ‘bastion’ of infantry to hold the
horde up for a turn or two. As well as a big block of Spearmen, we went for some
Greatswords, who are stubborn, and some Flagellants, who could be relied upon to

No self-respecting Empire army marches to war without a Griffon Standard, so an
Elector Count (allowing us to give the banner to the Spearmen unit, and not need
an Army Standard Bearer) was the obvious choice, and we also took a Captain with
the Rod of Command to stiffen up the big unit of Handgunners. We decided
against wizards, guessing Ant and Adam would plump for a hefty Khornate
contingent, but a Warrior Priest seemed a must-have, considering the foe. Finally,
we opted for an Engineer, to give us more chance of those cannon balls denting
some Chaos armour.

Seasoned Empire generals might be surprised that we didn’t include any
detachments. This was down to a couple of factors. The main reason was that we
wanted as dense a deployment as possible. By concentrating our forces, we hoped
to make the massive Chaos Horde get in its own way, and ‘channel’ the army into a
(slightly) more manageable lump. Secondly, close combat detachments, like
Halberdiers or Swordsmen, are useful for negating enemy rank bonuses when you
are charged, even if they rarely cause much damage themselves. However, we
figured the Chaos Horde would be numerous enough to charge both the parent
unit and the detachment simultaneously, and even if they did get to
countercharge, Chaos troops are often so deadly in combat that the idea of
bringing more troops into contact voluntarily just didn’t seem like a good idea.
Also, fleeing detachments don’t cause pawnic, so they are often useful for drawing
out charges, but in this scenario we were immune to panic anyway.

Essentially, then, the army was a fairly traditional mix of infantry, missile troops
and artillery, with a unit of Knights and one of Pistoliers to provide counter-
attacking options. We were a little heavier on the big guns than usual, but given
the defensive nature of the battle this seemed entirely appropriate.
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a Archaon

{} Kulkoth, Khorne Lord with Mark

LORDS

855 pts

of Khorne, Great Fang, Crown
of Everlastmg Conquest, shield
& Daemonic Steed 403 pts

HEROES
Thorkan, Exalted Champion of
Chaos Undivided with great
weapon, Armour of Damnation
& shield 136 pts

Raskath, Aspiring Champion of
Chaos Undivided with Army
Standard Bearer & Banner

of the Gods 230 pts

Skardrol, Level 2 Sorcerer of
Chaos Undivided with 2 Dispel
Scrolls 170 pts
Murdru, Exalted Champion of
Khorne with Mark of Khorne,
great weapon & Helm of
Many Eyes

164 pts
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CORE UNITS

20 Chaos Warriors with hand
weapons, shields, full command
& Flesh Banner 350 pts
20 Chaos Warriors with
additional hand weapons &

full command 340 pts
20 Marauders with light armour,
shields & full command 165 pts
20 Marauders with light armour,
shields & full command 165 pts
20 Marauders with light armour,
flails & full command 165 pts
16 Marauders with light armour,
shields & full command 137 pts
5 Marauder Horsemen with
shields & full command 105 pts

5 Marauder Horsemen with
spears, shields & full command

110 pts
6 Chaos Hounds 36 pts
6 Chaos Hounds 36 pts
6 Chaos Hounds 36 pts
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SPECIAL UNITS

The Swords of Chaos

8 Chosen Knights of Chaos
Undivided with full command &
Warbanner 435 pts
Chariot of Chaos 120 pts
16 Chosen Warriors of Khorne
with Mark of Khorne, additional

hand weapons & full command.
443 pts

10 Chosen Knights of Khorne
with Mark of Khorne & full
command 545 pts

Chariot of Chaos with Mark of

Khorne 150 pts
RARE UNITS
Hellcannon 270 pts

Hellcannon with Diabolic

Splendour 290 pts
Spawn of Chaos 60 pts
Bloodbeast of Khorne 75 pts
TOTAL 5991 pts

Note: In the Archaon’s Horde army list command groups are free in Chaos Warrior units contammg 16 or more Warriors.
Also, the restriction of 0-1 Hellcannons does not apply in Archaon's Horde.




THE HORDES OF ARCHAON
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LORDS

The Prince of Talabheim, Elector
Count with great weapon &
Armour of Meteoric Iron

116 pts

HEROES

Brunnel, Engineer with light
armour & repeater pistol

67 pts
Kreiger, Warrior Priest with
heavy armour, great weapon &
barded warhorse 117 pts
Goscik, Captain with full plate
armour, shield & Rod of

Command 110 pts

CORE UNITS
20 Spearmen with shields,

Griffon Standard & full command
215 pts

4+ dd@+= 4 4

7 Inner Circle Knights of the
Blazing Sun with full command

222pts
11 Handgunners with standard
& Marksman with Hochland
long rifle 123 pts
10 Handgunners 80 pts
SPECIAL UNITS
1 Great Cannon 100 pts
1 Great Cannon 100 pts
1 Mortar 75 pts
6 Pistoliers 114 pts
15 Greatswords with
full command 210 pts
RARE UNITS
Hellblaster Volley Gun 125 pts
16 Flagellants with
Prophet of Doom 188 pts

KISLEV ALLIED CONTINGENT

€ €E4C

HEROES

Leontov, Kislev Boyar with heavy
armout, & great weapon 98 pts

CORE UNITS
20 Kislev Kossars with

full command 205 pts
20 Kislev Kossars with
full command 205 pts

6 Ungol Horse Archers with

full command 137 pts
7 Winged Lancers with
full command 208 pts

SPECIAL UNITS
5 Gryphon Legion Lancers
with full command 170 pts

TOTAL 2985 pts
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ALLIED TURN 1

Grabam: Given that idea of advancing
towards the Chaos forces didn’t seem too
clever, we decided that the best course of
action would be to sit tight and wait for
them to come to us. The majority of our
units stayed where they were, though on
the eastern flank the Pistoliers moved
forwards, hoping to tempt the Chaos
Hounds forward into a volley of well-
aimed pistol fire. If we could get these
guys round the back of the Chaos army;
then they could wreak havoc, charging
the rear of units and getting us that vital
+2 combat resolution. The Ungol Horse
Archers moved into position as well,
ready to use their bows to harry the
approaching foe. We didn’t expect much
of these guys’ missile fire, but you never
can tell — sometimes a battle will be won
or lost on the fate of a single wound. ..

With our Movement phase a fairly short

affair, and the Magic phase an even

shorter one (what with us only having a
,;:' single Warrior Priest and the partly

0 HALTING THE TIDE

The Chaos horde marches towards the embattied Empire lines.

Khornate enemy owning the monopoly
on Dispel dice), it was time to move onto
the really fun part of our turn — the
Shooting phase. First up were the
cannons, and even though the field
before our army was very definitely a
target-rich environment, there was one
unit that truly stood out as needing a
good cannon-balling. Following Admiral
Akbar’s advice, we concentrated all our
firepower on our equivalent of the Super
Star Destroyer: the Chosen Knights of
Khorne. The first cannon ball smashed
two of the Knights to their doom, though
the second overshot and slammed
through a unit of Undivided Chaos
Warriors and Marauders, killing two from
each unit. The silver lining of being
outnumbered so badly was that no
matter where our shots landed, it was
entirely likely that even our misses would
still hit something. Of course, that was
then disproved when the Mortar
completely failed to hit anything. Our
Handgunners in the centre blew another
Knight from the saddle, and the
Champion with his Hochland long rifle
came close to killing the Knights’
champion. Elsewhere, the Handgunners
on the eastern flank, together with the
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? The Chaos horde vastly outnumbers the allied forces.

Kossars, were able to cut down four of
the approaching Hounds. Unfortunately,
with Archaon standing next to them, they
didn't run off with their tails between
their legs as we’d hoped. We'd killed
some expensive models, but needed to
kill a lot more if we were ever going to
claw enough points back to avoid being
horribly massacred.

CHAOS TURN 1

Anthony: Having weathered the first
Empire Shooting phase without terrible
casualties (and there were certainly
plenty more devotees of Chaos to fill in
for those who were killed), we ordered
our forces to advance. The Empire and
Kislev generals visibly quaked as rank
upon rank of Chaos Warriors, Marauders
and Knights closed on their position.
Archaon and his Swords of Chaos moved
rapidly towards the Kislev lines on the
Chaos left flank, eager to get into combat
as soon as possible. Also choosing the
typically Chaotic and less-than-subtle
route, Adam moved his Chosen Knights
of Khorne in a direct path towards the
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heart of the Empire army, ready for a
charge next turn. The rest of the Chaos
army moved forwards as quickly as
possible (which was not very quick for
my Spawn as I rolled a double 1 for its
movement).

In the Magic phase, Archaon unleashed
the Red Fire of Alteration upon the
Pistoliers lurking near the edge of the
table, killing one of their number. He
followed this up with a Yellow Fire of
Transformation. This gave his unita 5+
Ward save which could prove very handy
when the inevitable cannon balls started
heading their way.

We were rubbing our hands with glee
when they got to the Shooting phase. A
Chaos army, and they had something to
shoot with! Hurrah! And not only that,
they were the brand new, spiky and very
scary (for Graham and Ken anyway)
Hellcannons... Adam made a perfect
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guess aimed at the cluster of artillery on
the hill - however, his shot was not quite
on target, and scattered into just about
the only place in the Empire and Kislev
lines where there was nothing to hit!

Nevertheless, the smirks were soon
wiped from Graham and Ken's faces
when the other shot landed right in the
middle of the Empire Greatswords,
killing almost half the entire unit!

VICTORY CONDITIONS
While this game looked like it would be an easy win for the forces of Chaos, as
they had 6,000 points of troops against a paltry 3,000, this was one of the special
scenarios in the Storm of Chaos book — the Halting the Tide scenario especially
designed for Archaon’s Horde. Basically, the Empire troops were resigned to their
fate, and it was just a matter of how long they could last and how much damage
they could inflict before being utterly overrun. If the Chaos forces lost between
1,500 points and 3,000 points, then the scenario would be regarded as a draw. If
the Chaos forces lost over 3,000 points of their army, then it was considered a
victory for the Empire troops. If the Empire troops managed to kill over 4,500
points of Chaos, then it was a Massacre for the Empire (even if all their own troops
are killed in the process). This simulates the intentions of the Empire army — to try
and cause significant damage to the advance of Archaon, and stall them for as long
as possible. By doing this, they are buying valuable time for the Empire to
continue to gather its defences. The allied forces automatically get the first turn,
and all their troops are immune to panic as they are so determined to stand fast.
This makes for an interesting game, and it is quite a challenge for both sides. The
Chaos generals had to be careful in this game not to lose too many of their
own units, because the result could easily become a draw — especially when
there were some juicy targets, such as the Khorne Chosen Knights. If just

that one unit was destroyed, the allied force would be a third
of the way towards achieving a draw...
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ALLIED TURN 2

Graham: Ouch! We hate Hellcannons!
Our proud Greatswords unit reduced to
almost half their starting strength in one
fell swoop! But they stood firm and, as
the hordes of Archaon advanced, we
knew that there was no way we were
going to be able to stop them by
shooting alone. Again, the only real
movement was over on the eastern flank,
though the Flagellants on the far west
strung themselves out in a long line to
cover the flanks against some rapidly
moving Hounds and Marauders. Boyar
Leontov’'s Kossars attempted to charge
Archaon’s Swords of Chaos, while the
Pistoliers charged the battered group of
Warhounds next to the Lord of the End
““Times. Backing up the charge of the
Pistoliers, the Gryphon Legion moved
into position behind the Kossars and the
Ungols moved into a better firing
position (and one that would hopefully
lure the Undivided Chaos Chariot into a
. charge). We were banking on the Kossars
and Leontov holding firm and thus
allowing the Gryphon Legion to take
Archaon in the flank — if we were lucky...

Unfortunately our luck was out as the
Hounds fled our charge and the Pistoliers

Archaon ieads his Swords :
of Chaos against the e
Kislev allies. g -

12 HALTING THE TIDE

slammed into the edge of the Swords of horribly; it was worth it to see the look of
Chaos. That might not have been so bad horror on Ant and Adam’s faces as they
if the Kossars hadn’t been a gnat’s realised how many points we'd just
whisker out of charge range, leaving the carned from killing that unit. Feeling
Pistoliers to face the wrath of Archaon confident, we then unloaded the
and his mightiest warriors alone. Right. .. Helblaster at the Khornate Lord on his
that’ll work out well. Daemonic Steed. Upon rolling 14 hits, we

were pretty confident that he’d be filled
Once again, our Magic phase was non- with more holes than a fine Swiss cheese.
existent, so it was straight into the Unfortunately that proved not to be the
Shooting phase. Qur guessing was a little case, as of the ten hits on his mount and
off with the Mortar (again), the shell four on him, not a single wound was
deviating slightly and only managing to actually caused. Damn that Daemonic
kill a single Marauder. However, the Ward save!
cannons did quite a bit better, both
cannon balls smashing through the ranks  Predictably; the Close Combat phase was
of the Chosen Knights of Khorne, despite  bloody and painful for the Pistoliers. We
cries from the other side of the table that  counted as charging and had hoped
we were being mean by picking on them.  maybe to do at least a wound or two to
The cannon balls killed three Knights and  Archaon’s unit, but such hope was in vain
five Chaos Warriors from the following and two Pistoliers were hacked down.
unit and the Knights’ Champion was shot  The Pistoliers fled from this unequal
from the saddle by the Handgunner struggle and managed to avoid being
Champion with his Hochland rifle in a chased down, though the Swords of
bravura display of marksmanship. When Chaos pursued into the Kossars who had
the rest of the Handgunners joined in tried to charge them earlier. Not exactly
there was nothing left of the Knights at the outcome we'd hoped for, but at least
all, they had been totally blown awav by the Pistoliers had got away and the
our massed shooting. Now that’s how the  Kossars had a chance of holding fast long
Empire’s firepower is supposed to work! enough for the Gryphon Legion to save
Even if we went on to lose this game them from doom.
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The barrage of Empire fire wipes out the Knights of Khorne, while the rest of the Chaos army closes.

CHAOS TURN 2

Anthony: Ok, now that was a bit more of
an impressive display of shooting from
the Empire. The Chosen Knights of
Khorne being killed to a man was
particularly painful (that unit was almost
550 points!). Nevertheless, we were still
feeling rather confident, and were
looking forward to getting their troops
involved in combat. On the left flank,
Archaon and his Swords of Chaos had
overrun straight into the big unit of
Kossars led by a Boyar, and we were
pretty certain that the Kislevites would
soon be butchered. We were not let
down either, as Archaon hacked left, right
and centre (fighting with 10 Attacks as he
had unleashed the power of the Daemon
bound within his weapon, the Slayer of
Kings), killing a swathe of Kossars.
Showing complete disdain for his foe,
Archaon let his Daemonic Steed fight the
Boyar, who was promptly slain beneath
its infernal hooves as the Swords of
Chaos hacked down even more of the
Kossars. Unsurprisingly, the Kislevites fled
(having lost their Boyar’s ability to make
them stubborn), and were run down.
Next in line was the Gryphon Legion, and
Archaon and his Swords of Chaos
ploughed straight into them in their
pursuit. We laughed in a suitably villain-
esque manner. Graham and Ken looked
very worried.

The Undivided Chariot on the left flank
charged at a unit of Ungol Horsemen that
had got a little too close, sending them
fleeing from it. On the other side of the
woods, and determined to make up for
the loss of the Chosen Knights of Khorne,
Adam sent his Khorne Lord, Kulkoth,
(who was feeling invincible after
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shrugging off 14 shots from the
Helblaster without losing a single
wound!) charging into the Handgunners.
They responded by firing a volley at him
as he closed on them, which he brushed
aside, though his steed was wounded.
Elsewhere along the battlefield, the
Chaos army continued its advance en
masse. On the far right, the Hounds of
Chaos and the mounted Marauders swept
across the snow-covered Steppe to try
and encircle the outnumbered allied
troops. Ant’s Spawn continued its
sluggish advance, managing to move a
whole 3" this turn.

The Sorcerer of Chaos Undivided,
Skardrol, managed to cast Pit of Shades
upon a unit of Empire Spearmen, hitting
an impressive 21 of them, but only
managing to kill 6. To aid the Khorne
Lord (like he needed it), the Sorcerer
then cast Steed of Shadows upon
Thorkan, the Undivided Exalted
Champion, who flew through the air and
straight into combat with the
Handgunners — specifically to target the
Empire Captain.

The Hellcannons readied themselves to
launch their infernal salvos once more
(making Graham and Ken wince again).
Adam’s Hellcannon misfired and sucked
one of its Chaos Dwarf crew into its
furnace. My Hellcannon shot, however,
landed right on top of one of the
cannons. Not only did it kill all the
cannon crew, it completely destroyed the
cannon itself, turning it into a hissing
pool of molten metal.

The Chaos players had a suspicion that
the Captain had some magical do-da that
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would affect that combat, so decided to
kill him before he had a chance to use it!
This trick worked a treat, and the Captain
was butchered by the Undivided
Champion Thorkan. The Khorne Lord
Kulkoth did what Khorne Lords do best,
and butchered a truckload of the
Handgunners, who promptly fled. The
Khorne Lord’s pursuit roll took him
straight into the flank of the depleted
unit of Greatswords. Meanwhile, Thorkan
raced up the hill in his enthusiastic
pursuit, and ended up standing in a
rather unenviable position — in front of a

cannon and with a Hellblaster Volley Gun 7

pointing right at him.

Battle had well and truly been met this
turn, and the Empire and Kislev army was |
starting to feel the strain. ¥

HELLCANNONS

Hellcannons are massive Daemon
engines built for Archaon by the
Chaos Dwarfs. They are massively
destructive machines — anything
under the small Blast template suffers
D6 Wounds at Strength 10, and
anything beneath the large Blast
template must pass an immediate
Leadership test or flee. Scary stuff
indeed! However, being Daemons,
they particularly like to kill and maim
up close and personal. As such, if an
enemy unit gets close enough to a
Hellcannon, then it might break free
of its bonds and rampage towards
them to engage them in close
combat. Not always quite what the
Chaos player had in mind...
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. ALLIED TURN 3

, Graham: Right, the bumper turns we'd

{ enjoyed where nobody was hacking at us
| with great big swords and axes were well
{ and truly over. Casualties were mounting
and we were running out of units that
could dish out the hurt. We still had the
Knights of the Blazing Sun held in
reserve, but couldn’t do much with them
just yet as our foes had not got close
enough to attack. Having seen first hand
the horror of Archaon in combat, the
Pistoliers were in no hurry to stick
around and fled off the table, as did the
surviving crew from one of our cannons.
The Engineer was still alive and could
crew the cannon on his own, but
whether Ant and Adam would allow him
the chance to do so was another matter
entirely. The Ungol Horsemen rallied and
the Winged Lancers raked back their
spurs and charged the Khornate Lord
who was hacking the Greatswords apart.

o eall?

Readying themselves for a charge, the
Flagellants shuffled sideways to better
block the approaching Warhounds and
Chariot. It didn’t look good for the
Flagellants, but we hoped they'd be able
to hold up the Chaos flanking force long
enough for our Knights to do some
damage when the time came. As usual,
our Magic phase was a non-starter, but
the Shooting phase got off to a much
w better start with our guess for the Mortar
| landing spot on a unit of Chaos Warriors,
killing four of them, including the
'i'| Champion. Realising that we had to get
f\

{

some more points on the board, we then
fired with the Handgunners into the
nearby Undivided Chariot, but only
managed to take a single Wound off it.
Then came the bit we'd really been
looking forward to — the Helblaster Volley
Gun. Ant’s Undivided Champion was

44 HALTING THE TIDE

standing right in front of this lethal piece
of kit and if we could just avoid rolling a
Misfire, then his days were surely
numbered. The nearby Engineer had a
pop with his repeater pistol, failing to
score any wounds, but then the
Helblaster opened up...

Sixteen Strength 5 hits later and there
wasn't much left of the Chaos Champion
except a red smear on the landscape,
which cheered us up no end. As we went
into the Close Combat phase, we were
overjoyed when the Winged Lancers
spitted the Khornate Lord on their
lances... but then things turned a little
sour to say the least. The Khornate Lord
managed to regenerate a Wound and
survive before escaping the pursuing
Lancers! Then Archaon’s Swords of Chaos
smashed through the Gryphon Legion
and sent the last two survivors fleeing
towards the board edge. Archaon’s
pursuit didn’t catch them, but with only
two men left in the unit, there didn't
seem like there was much they'd be able
to achieve, even if they did rally later.
Also, given that it was the Chaos side’s
turn next, the second unit of Kossars was
looking at receiving a charge from
Archaon, which, let’s face it, was going to
be ugly.

CHAOS TURN 3

Anthony: Right, now that wasn’t
particularly impressive behaviour for a
mighty Lord of Khorne! Archaon will be
having words with him after the battle!
Determined to show him how things
were done, the Lord of the End Times
and his Swords of Chaos charged another
unit of Kossars, looking forward to
brutally hacking apart yet more Kislevites.
The Kossars failed their Terror test and
fled before a blow was struck. Ken
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4 Hand-to-hand combat evupts all along the defenders’ lines.

groaned when he rolled the distance to
see how far they fled, watching in dismay
as the entire unit was trampled into a
bloody smear under the hooves of the
Swords of Chaos, who ended up right
beneath the watchtower.

The Undivided Chariot charged once
again towards the Ungol Horsemen. Now
that the Chariot was not at full Wounds,
Ken decided to gamble and responded
with a Stand and Shoot reaction.
Unfortunately, the valiant Horsemen
failed to wound the mighty Chariot and it
in turn obliterated them. It hurtled up
the hill in its overrun move, rolling to a
stop just in front of a cannon.

To support their brother unit of
Undivided Warriors of Chaos, a second
fully ranked-up unit of Warriors charged
in against the somewhat over enthusiastic
Winged Lancers. The Undivided Sorcerer
flew out of combat, born aloft by his
Steed of Shadows spell, just so that he
was out of any possible danger. Both
sides inflicted several casualties, but the
Winged Lancers fled from the combat,
overwhelmed by the sheer number of the
brutal warriors. They were closely
pursued by both units of Warriors who
were now almost in the enemy’s
deployment zone.

Determined to make up for their Lord’s
disgraceful behaviour and the loss of the
Knights, the Chosen Warriors of Khorne
launched themselves at the unit of
Empire Spearmen who dared to stand in
their path. With glee, Adam picked up his
handfuls of dice (frenzied Chosen
Warriors with two hand weapons have
lots of Attacks!). He killed a swathe of the
Spearmen, yet three of his own number
were subsequently killed by the Elector



Count. The Empire troops proved
resolute despite being beaten, and held
fast for now. We knew it was only a
matter of time before the Empire troops
and the Kislevites were routed
completely, but we also had to be careful
not to lose many more of our own troops
in order to come out as the victors of this
battle.

Unfortunately, the Exalted Champion of
Khorne who was leading the Marauders
and the Battle Standard, failed his
Stupidity test, and became overcome by
bizarre visions induced by his Helm of
Many Eyes. This meant that he forced his
unit to lumber forwards a measly 2", and
would keep them out of the main battle
for now: I felt a bit guilty, for I had
encouraged Adam to take this item — but
only then did I remember that I usually
give it to an Undivided character
(because with Undivided characters you
can re-roll failed Psychology tests — such
as stupidity).

After a bit of deliberation, We decided
that the best way to tackle the human

The Ghaos forces begin to encircle the .
haopelessly outnumbered defenders.

screen of Flagellants was to throw
everything on that side of the board at
them. Adam’s frenzied Chariot of Khorne
and his unit of Mounted Marauders
charged the Sigmarite lunatics, killing an
impressive ten of them. A pair of Hounds
of Chaos units and the Bloodbeast of

Khorne closed in as well so that they
would be able to join in the fight in the
next Chaos turn.

Another unit of mounted Marauders ran
up beside the Chosen Khorne Warriors so
that the Knights of the Blazing Sun could
not charge their exposed flank. Also, if
the Knights of the Blazing Sun ran down
the Marauders, it would put them into a
position where they could possibly get
countercharged — or plough into the
Khorne Marauders (who were stubborn
because of the magical Battle Standard).
It’s very enjovable having more units than
the enemy!

We did not have a great turn with our
Hellcannons this time around. Firstly I
misfired when I tried to shoot at the
Volley Gun, and the disturbance this
caused in the Chaotic winds of magic
inflicted an automatic wound on all
wizards on the tabletop! As there were no
wizards on the Empire and Kislev side,
this meant that only Skardrol and
Archaon himself took a wound! Ah, the
fickleness of Chaos... Adam’s shot was
less self destructive, though it scattered
off the table causing no damage.
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ALLIED TURN 4

‘Grabam: With the amount of charges
coming at us in the last Chaos turn, we
didn’t have a lot of units to move any
more. The proximity of the Lord of the
End Times proved too much for our last
remaining unit of Handgunners, who fled
from his diabolical presence.
Unfortunately, this meant that they ran in
the direction of the Chaos lines...

Denied the chance of charging the flank
of a unit of Chaos Warriors, the Knights
of the Blazing Sun were instead forced to
charge a unit of Marauders. We hoped
that if we could do enough damage to
break them quickly, it would be some
nice, easy points for us; points we sorely
~~needed. With no magic to speak of, the
Mortar again did us proud, killing
another four Marauders, bringing them
q close to half strength and the
prospect of more Victory
Points. The

o

The Knights of the
{ Blazing Sun enter
g the fray.
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Undivided Chariot that had overrun after
killing the Ungol Horsemen was sitting
right in front of the Engineer and
Helblaster, so, hoping to repeat the same
trick we’d pulled on the Undivided
Champion, we opened up on it. The
Engineer failed to wound it, but the
Helblaster riddled it with bullets and
turned it to matchwood before
spectacularly self-destructing itself. Oh,
well, at least it went out in a blaze
(literally) of glorv.

The Knights of the Blazing Sun did
sterling work in the Close Combat phase,
skewering Marauders left, right and
centre on their lances. The Warrior
Priest’s ability to confer re-rolls on failed
to hit rolls proved exceptionally useful,
and five Marauders were killed.

e . =

Unsurprisingly, they broke and fled from
the combat and we pursued with the
Knights, running them down in our
eagerness to claim their Victory Points.
This pursuit carried them into the
following unit of Khornate Marauders
and we hoped to repeat their success in
the following turn. The Flagellants were
faring poorly on the western flank, being
butchered almost to a man without any
casualties being caused in return. Once
again, they weren't going anywhere, but
there wasn’t much hope of them
surviving much longer. We were running
out of models, and it was only a matter of
time until it was all over. There were still
some points to be claimed, however, and
we could still achieve an honourable
draw if we played well.
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The last remnants of the alliance bold out against the tide of Chaos.

CHAOS TURN 4

Anthony: The Empire forces were almost
completely encircled now. To give
Archaon a better line of sight for a
possible charge in the next turn, I moved
him out of the Swords of Chaos while
they manoeuvred themselves back
towards the battle. The Undivided
Sorcerer, Skardrol, charged the fleeing
Handgunners, forcing them to run once
again, ending up right in front of the
deadly Swords of Chaos. Perhaps not the
best place to run to...

The Undivided Warriors fighting against
the Greatswords continued to hack down
the resolute Empire troops, but once
again they stubbornly refused to run — it
looked like they would have to be killed
to a man.

The recently rallied Winged Lancers in
the middle of the battlefield stood their
ground as they received a charge from a
now rather depleted unit of Undivided
Warriors, while the frenzy of the Chosen
Warriors of Khorne compelled them to
charge into the Winged Lancers’ flank.
Adam threw his eager fistful of dice, and
all the once-proud Lancers were removed
from the table.

The Hellcannons did not really have a lot
to shoot at, and we were tempted not to
shoot them to avoid any further Misfires
(or heaven forbid their lethal salvoes
scattering and landing on one of the
Chaos units). We quickly saw the folly of
our ways (because 1: not shooting
wouldn’t be as much fun; and 2: we were
mercilessly mocked by our opponents
and the countless standers-by). One of
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the Hellcannons landed square on top of
the Empire Mortar, melting it into the
snow and killing all its crew; while the
other one scattered and landed
ineffectually in an open area of the table.

The Khorne Marauders prepared
themselves to suffer the lances of the
Knights of the Blazing Sun who had
overrun into them. However, before the
lances struck home, the Khorne Exalted
Champion, using his mighty great
weapon and Helm of Many Eyes, struck
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first inflicting 5 Wounds on the Warrior }
Priest leading the unit, slaying him with | #
great fury. The Knights only managed to 72
slay a single Marauder, and fled from the
combat, closely pursued by Adam’s madly
screaming Marauders (or was that Adam
himself screaming in blood lust?).

In the combat involving the Flagellants,
the last of the frothing lunatics were
treated to oblivion, hacked to pieces by
the frenzied, halberd-wielding Chaos
Warriors atop the Khorne Chariot.
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The alliance is wiped out

ALLIED TURN 5

Graham: With only a couple of units left
alive now; our turns were getting shorter
and shorter. The noose was closing in
and we only had a couple of last,
desperate gambits left to try. The Knights
of the Blazing Sun rallied from their
shameful rout last turn and reformed
facing their foes, knowing that this was
likely to be their last stand. The
Handgunners, showing more pluck than
good sense, rallied in front of Archaon
and loaded up for one last volley. There

HALTING THE TIDE

was one chance we had of scoring a
sizeable chunk of Victory Points and that
was — daft as it might seem — by charging
Archaon. If we could wound Archaon on
the charge with lances (not an
unreasonable prospect) or force his
Daemonsword to strike the Chaos Lord
himself (perhaps more likely if we're
being honest...) and cause a wound, then
we'd gain a whole lot of Victory Points for
getting Archaon down to half Wounds —
since he'd already suffered one at the
hands of a Hellcannon misfire. So,

knowing it was their deaths, the two
surviving warriors of the Gryphon Legion
charged the Lord of the End Times. ..

The combats drew to a bloody close as
the last of the Greatswords were cut to
pieces — the defiant Standard Bearer
finally going down under a flurty of
blows — but the combat that really
mattered, the pivotal moment in the
battle, was the fight between Archaon
and the Gryphon Legion. Archaon was
wounded by a lance strike, but his
damned armour saved him from harm
and as he unleashed the full fury of his
Daemonsword against the Kislevites. We
were dismayed to see that of all his many
attacks, only one had struck the Chaos
Lord himself.

We rolled the dice: Archaon was
wounded. We dared hope that we might
get him. ..

Ant picked up a die, needing only to
score 3 or more to pass his Ward save. ..

All we needed was himtorolla 1 ora 2
and a whopping 393 Victory Points would
be ours...

The die tumbled across the table before
finally coming to rest next to Archaon
himself.

And we leapt about cheering as we saw
that Archaon had failed his Ward save and
suffered a wound! The Gryphon Legion
were slaughtered, but they had done
exactly what we wanted them to and
there was now a good chance that we'd
achieved a draw!

CHAOS TURN 5

Anthony: Well, there weren’t a lot of
Empire troops left. In fact all that
remained on the table of them was a unit
of Handgunners standing right in front of
the Swords of Chaos and the recently
rallied Knights of the Blazing Sun before
the Khorne Chariot, a Spawn of Chaos,
Warhounds in their rear and the Khorne
Marauders (with two characters in its
front rank) that had already made them
flee. We declared our charges, and both
enemy units were, predictably, crushed.

A great cheer went up — the only models
left on the table were those of the Chaos
army. Nevertheless, there was a moment
of tension as calculators were produced
and the process of adding up Victory
Points began. Had the allied Empire and
Kislevite army caused enough damage to
win the game for them, or force a draw?
Or was the Horde just too powerful?

RESULT: DRAW!
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Anthony Reynolds:
Curses! We had them
in the palm of our
hand, and but for a
few dice rolls it would
have been a glorious
victory to Archaon
. and his Horde. As it
was, it pretty much came down to the last
dice roll - if Archaon hadn’t wounded
himself in that last Close Combat phase,
then Graham and Ken would not have
got half his points for him being at half
strength, and we would have won. It’s
always cool when a battle comes down to
“~incidents like this. I'm sure my wail of
disbelief when I failed that 3+ Ward save
was heard all over Games Workshop.

This was a fantastic game, great fun to
play and played in just the right spirit by
all involved. It’s a great change from the
usual pitched battle, and quite a
challenge. Graham and Ken were
gracious opponents, and Adam a good
teammate to scheme with in classic
super-villain style (despite the appalling
show put on by his ‘mighty’ Khorne
Lord). It was almost worth playing this
game just to see the reaction on Graham
and Ken's faces when they saw the Chaos
army fully arrayed — it really was an
awesome looking sight. Walking around
to their side of the table to look at things
from their perspective, I pitied the poor
humble Empire soldiers whose duty it

4
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was to face such a menacing horde.

Suitably, and despite hitting himself
over the head with his sword at the
worst moment, Archaon was still the
man of the match in my mind. None
could stand before him and the Swords
of Chaos, who romped through the
Empire and Kislev army with barely a
scratch. They took on and slaughtered
everything in their path — just what you
would expect from the dread Lord of
the End Times, and fitting the narrative
for the Storm of Chaos build-up
perfectly. All in all, a fantastic battle, one
of the best games of Warhammer [ have
played in a long time (and I do play
quite a lot of Warhammer - it goes with
the job).

Adam Troke: You
would think, after
decades of slaughter
and destruction,
blessings from the
Blood God, and a
mighty Daemonic
Steed, that Kulkoth,
Lord of Khorne, could hold his own
against a few paltry Kislevites? Archaon
will not tolerate this abject failure for
long I hope!

In many ways my first Battle Report
seemed like a comedy of errors:
Kulkoth running away with his tail
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firmly between his legs; the Knights of
Khorne being shot into a bloody ruin; my
Hellcannon's repeated failure to hit stuff
(in defiance of my genuinely brilliant
guesswork!). Despite this, there were
some excellent moments as my Khornate
watriors did what they do best. Anvulf,
my Exalted Champion, scything down
Ken's Warrior Priest, and the bucket loads
of dice that Chosen Warriors with
additional hand weapons allowed me to
roll not least among them. Did I enjoy
the game? Absolutely! The most epic
game of Warhammer 1 recall playing:
6,000 points of beautifully painted Chaos,
thundering towards the Empire and
Kislevite line!

The highlight of the game for me was the
resilience of Kulkoth as he shrugged off
the blistering fire of the Helblaster Volley
Gun. Shame on him for fleeing a turn
later! The game had so many great
moments that singling out one is almost
a pity. The last charge of the Gryphon
Legion was thrilling and tense as they
desperately hurled themselves at the Lord
of the End Times. It had all the stuff great
games are made of

Ken and Graham played a sterling game,
orchestrating a determined and tactically
sound defence. The Empire fought long
and hard, but against the horde of
Archaon, death was inevitable.




%

.

BY THE MANNER

Graham McNeill:
‘What a game! It was a
long slog and our
army was butchered
to a man, but what an
ending they made for
themselves. Though
the snowy steppe is
covered with the blood of our men, it is
also stained with the foul gore of the
followers of Chaos. We managed to score
a draw, no mean feat when you think of
the vast force Ant and Adam had arrayed
against us. The steamrolling hordes of
Archaon smashed through our lines with
pretty much contemptuous ease, and
there wasn’t a lot we could do about it,
as our cunning plans got well and truly
scuppered early on. The Captain in the
western Handgunners with his Rod of
Command was a neat trick that we hoped
to pull - holding a unit up that thought it
would munch through them in a single
turn, then countercharging them with a
unit of Winged Lancers — but Adam and
Ant got wind of the plan and squished
the Captain emphatically with a
Champion of Chaos Undivided before it
could come to fruition... oh well,

PSS

Our guys pretty much held up as well as
could be expected in the face of such
horrendous odds, some units performing
above and beyond the call of duty in the
face of such terrible bloodshed. The
Greatswords holding to the last man was
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particularly characterful, especially since it
was the Standard Bearer who was last to
fall. The Gryphon Legion’s heroic last
charge was very cinematic, two brothers in
arms riding to their deaths for the greater
cause and effectively gaining us the draw:
The initial volleys of Cannon fire and
Helblaster shots were particularly effective,
though as the game went on they became
less and less about stopping the enemy
than seizing Victory Points by cutting units
down to half strength or below.

This was a cracking game of Warhammer to
play, perhaps because there was no feeling
that we had to play for a win, knowing
that, from the outset, all our men were
going to die, but had to meet their deaths
in as glorious way as possible. Truly, they
were Warriors of the Dead, already
mourned as lost before the battle had even
begun. Though our army is gone, their
deaths have bought the defenders of the
Empire and Kislev who will come after
them more time with which to prepare the
defences of their land. Archaon may be
coming south, but the lands of the Empire
will be ready for him.

Ken Kennedy:
Playing in a White
Dwarf Battle Report
was a real blast, and
the result of the game
came down to the
very last roll of the
dice like any great
game should. If I hadn’t been there to
see Anthony fail Archaon’s 3+ Ward save
and thus wound himself and fall to half
strength, I would never have believed it.
Also, The Empire troops turned out to be
made of much sterner stuff than I would
have thought. To my amazement, many
units held their ground turn after turn.
The Empire has earned my respect and
can fight alongside my Dwarfs anytime.

Another thing I couldn’t believe was the
dreaded Lord of Khorne's resilience.
Kulkoth took a whole volley from the

N

The players shake bands after a bard fought battle.

Helblaster in the face and by all rights
should have been waiting on the other
side for the Chaos Champion that got cut
in half by it a few turns later. True, the
Daemonic mount took the brunt of the
blast, but not a single wound? Engineer
Von Meinkopt is rolling in his grave! All
in all, the Helblaster lived up to my
wildest dreams, spreading hot lead and
death across the landscape... before it
blew up.

The strategy of this game came down
almost entirely to the army selection and
the deployment, the two things that  had ||
very little to do with. When it came to
playing, there were not a lot of
movement choices for either side. Adam
and Anthony sallied forth as even the
slightest manoeuvre would cause their
units to overlap. Graham and I were
forced to sit tight and defend. The
Pistoliers’ failed charge on the ;
Warhounds was one of the few moves we |
made in the early stages of the game and
it turned out to be a rather poor one in
hindsight. We probably should have tried
to slow down Archaon and the Swords of 4
Chaos with our Ungol Horse Archers )
instead of speeding up their slaughter by
accidentally charging them. It all worked
out in the end though.

Anthony and Adam were great to play
against. They were very challenging
opponents, but fun-loving and easy-
going; even when the unexpected
happened. Graham was an amazing ally
and was very understanding when I
rolled poorly or made questionable
decisions. Jim was awesome for designing
my Empire army and letting me take his
place in the Battle Report. Honest, Jim, 1
rolled much better when you weren'’t
watching.

Considering the opposition that Graham
and I faced, I am very pleased with a
draw. We'll field a few more Helblaster
Volley Guns next time and see if we can |
pull out a win.
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Chariot of Khorne & nei Lagiow

The main body of this Chariot of -
Khorne is made from an %
upturned Steam Tank hull. The
yokes are from a Chaos Chariot
with a repositioned Juggernaut
and Bloodletters as crew.

52 DAEMON CHARIOTS

The Daemonic Legion’s army list in the Storm of Chaos book is a
brilliant opportunity for modellers to show off their skills. Though
we don’t produce Daemon chariots, we have dozens of components
suitable for constructing your own fiendish war machines. We
present these examples by the ’Eavy Metal team to inspire you.

Component List

# Juggernaut of Khorne

# Side, front and top
armour plates of old
Steam Tank

# 2 x Chaos Chariot
wheels and scythes

# 2 x Chaos Chariot hafts

# Chaos Warrior shield

# Bloodletter

% Bloodletter Champion

% 2 x Chaos Terminator
trophy racks




This delicate but deadly
transport is based on the
Dark EIf Chariot with
additional parts from Dark
Elves and Dark Eldar
miniatures. These parts help
conjure the decadence of the
god Slaanesh.

"HARIOTS

ChariOt Of SlaaDCSh by Kirsten Williams

Component List

% Dark Elf Chariot base
and sides

# Dark FIf Beastmaster
whip arm

# Dark EIf spears

% Solid wheels

# 2 x Slaanesh Lord's

halberd

# Chaos Tank
Accessory sprue
% High EIf banner pole
# Dark Eldar jetbike chains
# 2 Steeds of Slaanesh
# 2 Daemonettes
# Chaos Vehicle
Accessory sprue
# Chain
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A large round base and two large flying
bases make up the platform of this
flying chariot. The flames were cut
from three Discs of Tzeentch to give it
a sorcerous feel.

54 DAEMON CHARIOTS

- Chariot of Tzeentch s, kv Ay

Component List

# 2 Flamers

# 2 Screamers

# 1 large round base

# 2 large flying bases

# 4 Disc of Tzeentch
Spine sprues

% 3 Discs of Tzeentch

¥ Chain
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ChariOt Of Nurglc by Seb Perbert

Based on a combination of parts
from an Orc and a Beastmen
Chariot and crewed by
Plaguebearers, Seb’s model is
pulled by a huge Beast of Nurgle
Chaos Spawn.
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Component List

# Orc Chariot

# Chariot base

# Beastmen Chariot
sides and haft

# Orc banner

# Spoked wheels

# 2 Plaguebearers

# 3 Nurglings

#* Nurgle Lord’s
scythe and shield

# Chaos Spawn body

# Legs from a Great

Unclean One




EHARIOTS OF HELLFIRE

Models and components for converting your Chaos Chariots

From the icy reaches of the Chaos Wastes wicked Daemons come howling upon the foul
machineries of the Ruinous Powers. Scythed wheels churning, the Chariots of Chaos reap a
deadly harvest, cutting a bloody swathe through the ranks of their enemies, leaving only
destruction and red ruin in their wake.

it BLOODLETTER CHAMPION
: LEFT ARM
$) s 207 071
E BLOGDLETTER CHAMPION HEAD ; ey O
5947020107002 g
s £ ;
2 b
S 7
,
* Y/ i
BLODDLETTER 2 BLOODLETTER AXE 2 BLOGDLETTER 1 ARBAAL THE UNDEFEATED'S  BLOODLETTER ARBAAL THE ARBAAL THE UNDEFEATED'S
9947991500303 9947991500304 9847991500301 THRONE BACK CHAMPION SWORD ARM UNDEFEATED'S BANNER TOP
£3 £1 £3 9847020102903 9947022011 07003 BANNER POLE 9347020102905
£1 &2

9947020102904
£1

JUGGERNAUT BODY JUGGERNAUT FRONT JUGGERNAUT JUGGERNAUT HEAD JUGGERNAUT JUGGERNAUT REAR JUBGERNAUT HEAD
9947010200103 LEFT LEG FRONT RIGHT LEG 9947010200105 REAR RIGHT LEG LEFT LEG PLATE
£4 994701 goom? 9947010200106 £1.50 9947010200109 9947010200109 9947010200104
) £2 7] £1.50

BEAST OF NURGLE PLAGUEBEARER 7 NURGLING 8 NURGLING 2 FLESH BANNER TYPHUS BACKPACK PLAGUEBEARER 1

MIDDLE TENTAGLES 9947020101607 9947020102209 8647020102202 994701&202402 9947010208403 $947020101603
3 £1 £1 £2

7324045
£2

DAEMONETTE 1 DAEMONETTE 6 DAEMONETTE ARM 2 MTD. DAEMONETTE 1 MTD. DAEMONETTE SPRUE 1 DAEMONETTE 4

9947020101003 9947991501002 9947991501005 9947991501801 9947931501802 $947020101001
£3 £ £0.50 £5 £1.50 £3
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All models shown at 75% actual size. Pricas quoted are for produsts sold by Games Workshop through its awn slores, catalogue or website Independent
56 CHARIOTS OF HELI'HRE retailers are responsible for determining thair awn prices. Medels supplied unpainted. All information correct at time of going to press




AEKOLD HELBRASS AEKOLD'S BANNER FLAMER BODY 2 FLAMER 2 ARMS
994702010801 9947020101801 9947991501602 9947991501605
£6 2 [ £l
/
CHAOS SORCERER HEAD 3
994702%‘1*3‘3{’2 CHAOS CHANPION MACE ARM ¥
9947020106102
i
ROD OF TORMENT
9947010200803
£1

DAEMON PRINCE
HEAD 1

9947010208003
£1

@

RXE DAEMON PRINCE SWORD IRON WARRIOR HEAD 3
9947020104810 9947010208007 0947010206707
£2 £2 £0.50

G
CHAOS WARRIOR

LEADER HEAD

9947020106001
£0.50

CHADS SORCERER CHAOS WARRIOR SORCERER HEAD 3 CHADS SORCERER
BODY 3 LEADER AXE 9947020103811 STAFF 2
8947020103809 9947020106004 £0.5 8947020103606
£4 £1.50

£1
4

CHAOS WARRIOR CHARIOT CHAOS SORCERER
RIGHT FAIRING SWORD 2
9947020107307 9947020103807

£2 £1

]
-

TZEENTCH LORD DISC CHAOS WARRIOR CHAOS WARRIOR
9947020114204 GHARIOT FAIRING CGHARIOT WHEEL
£ 994702“‘011 07305 9947020107310
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FLAMER LEFT ARM 3
9947020101212
£0.50

DAEMON PRINCE RAND

080"
FLAMER RIGHT ARM 3 9947195523 &I% STAFF
8947020101208
£0.50

FLAMER BODY 1

9847020101201 0201602
£3

CHAOS KNIGHT HAMMER
9947020112607
£
DISC OF TZEENTCH ﬁHA}?EsnlsJPf?wN
TENTAGLED DISC
9947020101710 994?025:01704909
£2.50

HEAD 1 RIGHT HORN
9947991500510

HEAD 1 LEFT HORN

CHADS WARRIOR CHADS SPAWN HEAD 2
9947991500512 STANDARD TOP 9947020104906
£0.50 8947020106002
£l

HEAD 1 HAIR
9947020104806
£1

CHADS SORCERER CHAOS KNIGHT CHADS SORCERER
BODY 2 CHAMPION SWORD HEAD 2
S LEDTd3a0] 9947020112619 9947020103808
£
CHAOS SORCERER
9947020103804
£0.50
CHAOS WARRIOR 2
CHARIOT LEFT FAIRING W
9947020107306
£2
CHAOS WARRIOR
CHARIOT WHEEL SCYTHE
9947020107311
SLAANESH LORD CHAOS SORCERER CHADS WARRIOR
STEED HEAD ARM 3 * WHI? ARM
4947020113908 3947020103810 9947020107303
£ £0.50 £1.50
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THINKING BIG!

Rules for making your games of Warmaster even larger

Warmaster is the game of BIG
battles and awesome conflicts
across nations. Within the rich
background of the Warhammer
world there’s no shortage of such
immense, and oft history
changing, battles: the Battle of
Blackfire Pass, where all the
human tribes of the Old World
united under Sigmar and took to
the field with their Dwarf allies
to crush an Orc horde so huge
that its approach was heard for
days beforehand; the Battle of
Hel Fenn where Man, EIf and
Dwarf joined to defeat the
previously undefeated Manfred
von Carstein. Matt Keefe tells us
how to recreate such mighty
conflicts using Warmaster...

att: With so much inspiration
Mavailahle, fighting out really big

battles should be easy,
shouldn’t it? Sometimes the difficulty is
in representing these kinds of battle on
the tabletop. Here 1 shall present you
with a couple of solutions.

BIG GAMES

Obviously, the most straightforward way
of representing a really big battle is a
really big game. Huge games, with
several thousand points of troops per
side is something most gamers aspire to,
and will occassionally find the time to
play. Warmaster benefits from being a
very straightforward and quick game to
play, so that even very large battles can
be fought in a reasonable amount of
time (certainly less time than a huge

game of Warhammer or Warhammer
40,000 would require), but big battles
are nonetheless great undertakings.
Such wars need hundreds of figures, a
large area to play on and require a great
deal of time, both to plan and to play.
Subsequently, big games are a rare
occurrence for most gamers.

There are, however, 2 number of ways of
playing particularly large engagements
without driving yourself to the very
point of insanity...

MULTI-PLAYER GAMES

One of the easiest ways of organising a
really big game is as a multi-player game,
where each player controls a different
character with whom they can issue
orders to nearby units. One player on
each side is then appointed as the
overall commander who will take
control of the army’s general. Very large
armies can thus be easily
accommodated, since each individual
player will only need to worry about a
limited number of units, and other
players are on hand to help move the
hordes of figures about the tabletop. If
all the players are familiar with the rules
(and, just as importantly, well
acquainted with each other), you’ll also
find that large games can be speeded up
by allowing the players to issue orders
and move units simultaneously (apart
from the general, of course).

The disadvantage with this kind of multi-
player game is that the whole army still
shares a single break point, and some
players may find their forces stranded
through bad luck or poor Command
rolls while the casualties mount up
elsewhere on the battlefield, leading to
the army breaking before some players
really get a chance to get stuck in.

ALLIED ARMIES

Like multi-player games, battles can be
fought with each side composed of a set
of allied forces, each commanded by a
different player. The difference here is
that each army will have its own general,
will withdraw independently of the
other armies and so on. Armies can still
be of the same race, representing a force
drawn from different kingdoms,
provinces, tribes or whatever, or can be
of different, allied races, perhaps
arranged roughly down the lines of
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‘good versus evil’, This has the
advantage of allowing each player to
bring their own favourite army.

The Confederacy of Sigmar scenario
from the rulebook is a good example of
a game using allied armies, but as
before, the trick is actually managing to
get enough players together for such a
large game.

LESS IS MORE

The thing to remember is that
Warmaster is a game of big battles, and
while very big games, fought over vast
tables with hordes of troops inevitably
represent such epic conflicts very easily,
the beauty of Warmaster is that even
relatively small games can create an
impression of a very great conflict
indeed. You don’t need to worry about
arranging a 15,000 points-a-side
slaughter fest with half a dozen of your
mates in order to play a game that feels
like a battle the size of Hel Fenn or the
Battle of Middenheim.

The large number of figures included in
a typical Warmaster unit mean that even

quite small armies (say 1,500-2,000
points) instantly have the look and feel
of very great armies indeed. Likewise,
when the average model is only 10mm
tall, even a relatively small table
represents an area covering many
leagues of land. This area can
encompass a wide variety of scenery,
with different areas of the battlefield
posing completely different challenges.
Perhaps one entire flank of a board
might be forested, whilst the other end
might see a fortress atop an almost
unassailable rocky peak.

In short, a great big, epic Warmaster
battle can be played using modestly
sized armies, in a2 manageable amount of
time (an evening or afternoon, say) on
the kind of playing surface most of us
could probably fit into our houses
without too much of a struggle.

THE SHAPE OF BATTLE
Battles, like armies, have a shape to
them. They can be brutal,
claustrophobic affairs where the armies
clash and butt up against one another in
inelegant, cumbersome battle lines or

they can be sweeping, where fliers and
swift cavalry race about one another,
surrounding and outmanoeuvring their
counterparts on foot in a constantly
shifting sea of carnage.

Large battles tend to have more open
shapes, with the battlefield spread over a
wide area, many separate forces
contesting dozens of individual key
objectives across the field. Victory in
these separate engagements will allow
victorious forces to march upon their
enemies’ flank, surround and isolate
them or otherwise invalidate an
important defended position the enemy
may have held.

SCENARIOS

Some scenarios naturally create these
characteristically epic battles. You can
use particular combinations of scenery
to separate the armies out and force
them to fight separate engagements. In
such battles, victory won’t come from
success in a single, isolated engagement,
but no area of the battlefield can be
overlooked lest it provide the enemy
with the chink in the armour he needs.

T i T S
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At other times a scenario might specify
that the army deploys across several
separate deployment zones, perhaps
with some units arriving from different
directions, undertaking a flank march or
arriving later on in the battle. Games of
this kind instantly appear massive in
scope, since one can well imagine the
huge armies arriving from numerous
locations, several separate forces all
engaging in laborious marches to go to
the aid of their allies in far distant lands.
But, time being what it is, not all games
can be fought to a specially designed
scenario prepared in detail beforehand.

FROM FAR AND WIDE

One way of easily creating the shape of a
very large battle is to break the armies
up into different contingents. An army
might be made up of two or three
separate contingents and each of these
contingents will contain a different mix
of units and characters. This has the
advantage of being something that can
be done without planning and doesn't
affect the way players pick their armies,

so is well suited to quick, ‘pick-up-and-
play’ style battles.

We can imagine that these contingents
represent the retinues of different lords,
musters drawn from different parts of
the world, or armies from neighbouring
states, drawn together into one huge
army by way of some kind of grand
alliance. Breaking armies up in this way
naturally makes the army appear epic in
scale, since it represents a force so large
that it could only possibly be mustered
by the coming together of contingents
from several different provinces,
dukedoms, clans, tribes or whatever.

These contingents can be represented
visually, perhaps by painting units in the
army in a variety of different colours and
liveries so that the units from one
contingent all share the same colour
scheme whilst varying from other units
in the army:

Below, we present some rules for
contingents in Warmaster, which you

can use to achieve this feeling of ‘big’
battles (with, admittedly, very small
men, monsters and war machines).

CONTINGENTS IN
WARMASTER

Whilst Warmaster armies always fall
under the command of a single general,
the army may well be composed of
troops led by other, subordinate
characters in the army. The size of such
armies is so great that there are few
individuals who could ever muster such
a huge army alone — even the Emperor
commands only the few thousand men
of the Reiksguard and Altdorf regiments,
and instead relies upon the armies
brought by his subordinates, the Elector
Counts, the Knightly Orders and so on,
for the bulk of his forces. We can
imagine that most of the characters in a
Warmaster army are not simply there as
fortune-seekers, adventurers and tag-
alongs, but rather most of them are part
of the army, having chosen to lead their
own contingent of troops to the battle
in person.
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USING CONTINGENTS

A Warmaster army can be divided into
several separate contingents,
representing distinct divisions of troops
within the army, each with their own
commanders but under the overall
control of the army’s general. When
using contingents, the army is selected
as normal, and only later broken up into
its contingents — you don’t need to pick
the army specially or pick it from
different ‘blocks’ of points or anything
like that.

After selecting the army, but before
deployment, divide the army up into as
many contingents as you want. Each
contingent must include at least one
character and at least one unit, but
other than this there are no restrictions
on the size of individual contingents.
Once this is done, you can go ahead and
deploy and play the game as normal.

The units must remain as part of the
same contingents throughout the game.
You cannot break-up, reorganise or
merge contingents during a game — they
will stay exactly as they started for the
entire duration (barring any casualties,
of course).

CHARACTERS & ORDERS

Each contingent has their own leaders

with which it started the game (in
essence, each contingent has its own
Break point). A contingent will also
withdraw when it has lost all characters,
or all units (since you can’t have a
contingent with only units or only
characters).

and their own chains of command.
Hence units can only receive orders
from characters within their own
contingent and can never be given
orders by characters from a different
contingent. The only exception to this is
the army’s general who, fittingly, can
give orders to any unit in the army. The )
rules for a character failing an order N
(can attempt no further orders that ‘ #
L R
¢\ :

turn), or for a general failing an order
(the Command phase ends), apply as
normal.

BRIGADES

Contingents do not replace brigades,
and shouldn’t be confused with them. L
Indeed most contingents are large
enough to include several brigades for
purposes of orders and movement.
However, units can only

be brigaded with units
from the same contingent —
units from different contingents
are unfamiliar with each other, and
would find it difficult to move or act
in unison.

WITHDRAWALS

Contingents are in effect independent
forces in their own right, each with
their own commanders. Because of
this a contingent will withdraw when
it has lost half the number of units

K
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The insidious Dark Elves form into battle lines before a coming conflict.

TOM WEBSTER-DEAKIN’S DARK ELVES

Tom: Dark Elves have always been my
favourite army in the Warhammer world,
so I was a bit disappointed when I
discovered that my beloved Druchii
were not to be one of the initial six
armies to be released for the game.
However, I got over my bitterness by
collecting a Middenheim-themed Empire
army and racking up a large number of
defeats. Fortunately, the Fanatic Studio
came to my rescue and released the
Dark EIf army for Warmaster and so it
was that I began work on my second
army for this great game.

The nature of the Dark EIf Warmaster
army with its devastating short ranged
shooting and powerful magic forces you
to play aggressively. Repeater crossbows
firing twice at ranges of under 15cm can
break up brigades and even wipe out

units wholesale and the Dark Riders are
arguably the finest light cavalry in the
game. However, just like Elves the (old)
world over Dark Elf armies are fragile,
brittle things that can dish it out but not
soak it up, so it’s vital to seize the
initiative and get stuck in.

My basic force consists of a solid core of
two brigades of infantry made up of a
mix of Spearmen and Crossbowmen. T
then back this up with a mixed brigade
of Cold One Knights and Dark Riders.
Add in some characters (one on a
Manticore is essential just because the
model is so nice), Bolt Throwers and
Harpies and you’re well on the way to
1,500 points. For larger battles I take
more cavalry and add some Witch Elves
into the mix. I'll usually advance quite
rapidly with the infantry, preferably

seizing terrain, and rain shots into his
brigades. Meanwhile the cavalry brigade
will attack one flank or the other, with
the hero on Manticore throwing in his
weight when combat is joined.

So I now have a large Dark EIf army just
like I always wanted (although my loss
ratio remains impressively high), so
what next? Well, I've recently converted
a Sorceress to ride on a Dark Pegasus
and painted up a unit of the chariots
from the character pack, which will
count as a unit of Cold One Knights.
However with the Storm of Chaos
starting up, including the new Cult of
Slaanesh list and Fanatic fortuitously
releasing the lovely new Daemonettes
for Warmaster I'm thinking about adding
a few units of these to my army and
working up a Cult list for Warmaster.

sy
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A Chaos force that marries mortal Chaos forces with Daemons, demonstrating the flexibility and potential of this army.

Erwin Jackson is a veteran Warmaster
player who has just recently moved out
to Australia. Before he went we
managed a daring, if foolhardy, raid on
the Specialist Games offices and
snatched away his brilliant Warmaster
Chaos force for this picture.

Erwin’s army really has to be seen to be
believed, being absolutely beautifully
painted. He's probably even painted the
eyes on his models, but we can’t tell, as
no-one on White Dwarf has eyesight
good enough to see.

dags st ? TR T P gt A & E e

As you'll notice, Erwin’s army has many
daemonic troops, several Greater
Daemons being among their number.
But it also has many mortal followers of
Chaos too. This characterful blending of
two army lists shows that you can quite
smoothly combine two thematically
similar, if distinct, armies into one.

This kind of force is perfect for fighting
games in this summer’s huge Storm of
Chaos campaign.




Rick Priestley is the esteemed author of
Warmaster and has many armies in his
collection. His favourites are the Orcs
and Goblins, an army he takes to the
field so often that it is too battle-
damaged to make an appearance on
these pages! As well as his greenskins,
Rick has a fully painted army of Chaos
and Lizardmen displayed, here.

CHAOS
Rick’s, mighty Chaos horde consists
primarily of mortal troops with large

i
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Rick’s Lizardman spawning bas a powerful Slann Mage Priest at its core with many large and deadly beasts like Stegadons and Carnosau

units of Chaos Warriors, Marauders and
Knights. Of these three units, Chaos
Warriors and Chaos Knights pack the
greatest punch and are an awesome
shock attack force. These units can be
further augmented by powerful Chaos
Chariots, creating a single assault. The
army also contains a number of
gibbering Chaos beasties, including
Dragon Ogres and Chaos Spawn. The
rest of the horde comprises of Harpies,
Marauder Horsemen, Chaos Hounds
and a host of Chaos characters.

RICK PRIESTLEY’S WARMASTER ARMIES

W E0 i ol 2K A1 '

This mighty Chaos warhost bas a strong red colur scheme throughout, unifying the army.

TS

LIZARDMEN

Rick’s Lizardmen army is led by a mighty
Slann Mage Priest and has large units of
Kroxigor, Saurus Warriors and Saurus
Cold One cavalry to get stuck into close
combat with the enemy. Like his Chaos
force, Rick has also painted a large
number of monsters including
Stegadons, Salamanders, Terradons and
a fearsome Carnosaur, with the
diminutive, but points-cheap, Skinks
making up the numbers in the rest of
the army.
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| As the skies darken and the shadow of
- Chaos looms upon the horizon like a

. deadly threat, great armies amass to
g

* hattle for the fate of the Old World itself! H os I s
. Muster your legions of cavalry, infantry

* and machineries of destruction. And

. above the rising din of the field as your

forces make ready to fight, heed the

. General's rallying cry, bidding you, “Let ‘
‘f baottle commence!” Compleie armies fOI‘ Warmasier
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Trolls (3 stands)
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Gohlin Wolf Riders (3 stands) £6 Goblin Wolf Chariots (3 stands) £6

Orc and Goblin Arniy ] £70

This army includes the following:

© | 2units of Orc Warriors (6 stands)
1 unit of Black Orcs (3 stands)
- | 2 units of Goblins (6 stands)
- 1 unit of Trolls (3 stands)
- 1 unit of Grc Boar Boyz (3 stands)
8 1 unit of Goblin Wolf Riders (3 stands)
| | 1 unit of Goblin Wolf Chariots (3 stands)
",‘" 1 Giant (1 stand)
|| 1 Rock Lobber (1 stand)
| 1 0rc Character set

Orc Character set (5 stands) £6 Giant (1 stand) £5
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High EIf Chariols (3 stands) £6 High EIf Archers (3 stands) £6  High EIf Spearmen (3 stands)

High EIf Silver Helms (3 stands)

' High EIf Army £70

This army includes the following:

5y

2 units of High EIf Spearmen (6 stands)

2 units of High EIf Archers (6 stands)

1 unit of High EIf Bolt Throwsrs (2 stands)
2 units of High Elf Silver Helms (6 stands)
1 unit of High EIf Reavers (3 stands)

1 Dragon Rider (1 stand)

1 unit of High EIf Charlots (3 stands)

1 High EIf Character set

Dwarf Cannons (3 stands) £5

Dwarf Trollslayers (3 stands) £6

Dwarf Army £65

This army includes the following:

4 units of Dwarf Warriors (12 stands)
2 units of Dwarf Thunderers (6 stands)
1 unit of Dwarf Trollslayers (3 stands)
1 unit of Dwarf Cannons (2 stands)

1 unit of Dwarf Rangers (3 stands)

1 Gyrocopter (1 stand)

1 Flame Cannon (1 stand)

Dwarf Character set (4 stands) £6  Gyrocopter (1 stand) £5  Flame Cannon (1 stand) £5 1 Duwarf Character set
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LEGACY

MATTHEW FAF

Legacy

by Matthew Farrer

Storming action with the Arbites as
Shira Calpurnia is assigned to protect
an ancient Rogue Trader charter. But
there’s no shortage of people who'd
kill to get their hands on it!

Novel « £5.99

WWW.BLACKLIBRARY.COM |

THE INQUISITION WAR

AN WATSON

The Inquisition War
by lan Watson

The awesome collected edition of the
classic trilagy featuring Inguisitor Jag
Draco and his struggle to rid the
universe of mulants, heretics and
daemons!

Omnibus novel = £7.99




Inferno! 43 Warhammer Monthly 83

Action-Packed Graphic Novel The All-Action Comic

Dan Atnett is Playing Patience! Mitchel Ephrael Stern - Sister of Battle is
Scanlon tells the dark tale of The hunted hy the dark powers of Chaos in
Seventh Boon! There’s more Tales from Daemenifuge M1 Plus there’s treachery
the Ten-Tailed Cat and stories from amonyst the ranks in Darkblade and
James Swallow and Brian Maycock. Hellbrandt Grimm is hack!

Fiction magazine « £5.00 Comic = £2.50

| THE BLACK LIBRARY. READ TILL YOU BLEED
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The tale of the sinister
Relictors Space Marines
continues. Weakened by The
Eye of Terror campuaign, the
chapter is easy prey for those
who would drive them from
the Emperor’s light...
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he dream memory always began in
I the same way. Katanen would sce

the face of the man he had just
killed, begging him through bloodied
lips not to open the vault as his
lifeblood flooded from a fist-sized crater
in his chest. Katanen and his battle-
brothers of the Relictors Chapter had
ignored the dying guardian of the vault
and pressed on towards their goal - the
Diamedes Archive. Great monolithic
doors, weathered and dusty with age,
swung wide on squealing cogs that had
not turned in millennia and Katanen felt
a great vindication as Captain Pediese
entered the vault.

XTREMIS |
IABOLUS

But then his dream no longer mimicked
his memories as a bright light shone
from the depths of the vault, searing and
unbearable in its intensity. It burned
through him, darkening to become a
sickly yellow glow that recked of
corruption and evil. A laughing face
formed from the etheric storm that blew
from the vault, its features cruel and
hungry. It turned its gaze upon him.
burning eyes stripping the armour and
flesh from his body even before he had

breath to scream.

Katanen awoke, instantly alert, his senses
razor sharp. For the briefest instant, he
believed he could still smell the stench
of scorched flesh, but dismissed the
notion as ludicrous. A Space Marine did
not dream. He did not know what these
things he was experiencing were, but
they could not be dreams. The hour was
carly, he still had some time before
morning devotions and prayer, so he rose
and donned his exercise garments,
padding silently from the dormitory and
into the attached gymnasia Katanen eased
into his morning ritual of devotional
callisthenics, stretching and working his
muscles in time to catechisms of
ritual obeisance. Though he knew it
was impossible for a Space Marine
to dream, the images of the mission
to Fremas kept intruding on his rest
period.
The Diamedes Archive had been
constructed, as near as the Techmarines
could deduce, almost four thousand years
ago, though how it had come to exist
buried in the heart of 2 mountain top,
with no obvious way in or out, was a
mystery they had no answer to. An
carthquake some five centuries ago had
cracked open one of the deep tunnels
that led within and soon after its
contents had been scaled by order of the
Ordo Malleus. No one, save the highest
adcpts on Terra, truly knew the contents
of the Archive. No one, that 1s, until
the Relictors had captured a ncw1y~
created daemon blade from a warband of
Word Bearers on Subiaco Diablo. The
Librarians of the Chaptcr had coerced
the bound entity to translate ancient
texts known to have been penned by its
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servants thousands of years ago. The text
had spoken of the Diamedes Archive and
the secret held in its hidden vault; a
secret that had been sealed away for all
time.

Time had made its guardians complacent
and it was a simple matter for the six
Space Marines to overwhelm the
company of Guardsmen stationed within
the fastness and open the vault. Inside
was a treasure of the Ruinous Powers, a
treasure that groaned with the weight of
ages and dark knowlcdgt. Revcrently
placed within a stasis chest before being
transported in great secrecy to the
Chaptcr's fortress-monastery, it now sat
in the warp-sealed Reliquarivs, studied by
the most powerful and pure Librarians of
the Chapter. The secrets of the
Immaterivm it could valock would make
the deaths it had taken fo retrieve it
worthwhile and, though there would be
those who would persccute them for
their chosen path, the Relictors were
carcful to leave nonc alive who could

speak of what thcy did.

* * *

Inquisitor Cyarro watched the burning
wreck impassively from the bridge of the
battle barge, Hammer of the
Unrighteous, his breath wheezing from
the gurgling machinery attached to his
back. Thick pipes coiled from the
machine, sutured to his flesh and
piercing his ribcage with puffs of steam
venting from the artificial pumps that
now breathed for him. His own lungs
had been destroyed by the strike of a
daecmon weapon on Subiaco Diablo and
only the swift attention of an Ordo
Malleus Medicae team had saved his life.
That and his own determination to hunt
down those who had killed his men and
left him to dic in the blasted ruins of
the defiled cathedral The Relictors
Chapter of the Adeptus Astartes.

The ship burning in space before him
was one of their vessels; 2 rapid strike
cruiser ambushed and destroyed while
refuelling at an outer-rim waystation. The
Hammer's Astropath had detected no
outgoing messages from the stricken
vessel, and Cyarro was confident the
clement of surprise had been maintained.
Another three days travel would see his
fleet detachment reach the core systems
where his spies had informed him the
Relictors’ fortress-monastery was
anchored, badly damaged atter the
fighting in and around the Eye of Terror
during Abaddon’s devastating invasion.
The Relictors” fleet was depleted, their
cursed base weakened: there would never
be a better time to enact retribution on
these traitors. Following the Relictors’

treachery on Subiaco Diablo, Cyarro had
woken upon the medicac slab in Nemesis
Tessera, the finest Chirurgeons of
Inquisitor Lord Coteaz having rebuilt his
shattered body with prosthetics. bionics
and vat-grown plasflesh. Upon his
recovery, Ctyarro had conveped a
gathering of the most senior Inquisitors
who had survived the relentless assaults
of the Ruinous Powers on the Inquisition
fortress, and petitioned the Secret
Masters of his Ordo to have the
Relictors declared Extremis Diabolus and
their lives forfeit. The decision was swift
and unanimous. The Relictors had turned
from the Emperor’s Light and were to
be hunted down and destroyed: their
gene-seed wiped from the galaxy and all
record of their deeds expunged from
Imperial history.

The thought made Cyarro smile.

* * *

Katapen felt a shiver of premonition as
he lifted his bolter from the racking and
slid a magazine of shells home. He
whispered the Prayer of Armaments and
completed the seven Rites of Ordnance
before koeeling and offering his
strength-at-arms to the Empcror’s shrine
that sat at the end of the armoury. He
and his fellow battle-brothers were
hardened veterans, who had fought with
courage and determination during the
titanic conflict that had raged around the
Eyc of Terror, but thty had lost a great
many of their number and their beloved
monastery had been badly damaged
during tg,c recapture of Finreht. It had
taken all the skill of the Chapter's
Master of the Fleet to Sccrttly move
them to anchor in the Tacloth systems,
where they could recover their strength
and make use of the knowledge they had
gleaned from the dark treasure within the
Diamedes Archive.

* * *

“Will they be aware of us?” asked

Cyarro, his voice rasping and cold.

“No,” said the Hammer's Master of

Surveyors, confidently. “T have brought
us in on the far side of the planet to
which the Ramiltes is anchored. Thcy

will not know we are here”
“What of their Astropaths?”

“We dropped out of Warp space much
further out than normal If they have felt
our arrival at all, it is likely that they
will belicve it to be navy ships passing
through to Chinchare or Jubal”

Cyarro nodded, sure that the silver

armoured Master of Surveyors was
correct, but n:cding to hear the words
spoken aloud. He had suffered too much
and the Relictors had committed too
many atrocities for him to fail now. His
frtsg’ skin, pink and raw from surgery
was now stippled with dark inks,
tattooed with the names of those men
who had been murdered by the Relictors
while under his command on Subiaco
Diablo: Chouan, Kaotsy and many more.
His heart burned with hatred for these
traitors who had betrayed their oaths of
loyalty to the Emperor. Cyarro himself
had once crossed the line into what
many amongst his Ordo termed
Radicalism. but he had suffered for that
mistake with the blood of innocents and
had paid his penance. He had returned to
the path of righteousness and though the
temptation of his former path still
gnawed at him daily, he would persecute
those who had fallen with the fiery

passion of a zealot.

“All ships report that they are in
position and rcadl{/lro commence the
attack.” said the Master of Surveyors.

Czatro turned to the captain’s pulpit,
where an armoured giant in blue-steel
armour nodded solemnly.

“Commence the attack,” Cyarro said
stmply.

* * *

The first lance strikes from the two
Retributor battleships smashed through
the outer hull of the Relictors’ fortress
monastery, blowing whole decks into
space and venting crystallizing oxygen
like glittering blood. A flurry of
torpedoes, faunched from half a dozen
smaller vessels roared from their launch
bays and ponderously gained speed as
they slashed towards their target. Ruby
red explosions rippled across the surface
of the fortress—monastery and it
shuddered like a wounded beast. Though
weakened and damaged, a Ramilies
starfort is a terrifying cnemy to fight
and once its defenders overcame their
surprise, a dcadl(g tracery of fire erupted
from its guns. One of the attacking
vessels was crippled almost immediately,
its shields overloaded and its engines
blasted from the hull. The attacking fleet
scattered, the larger ships concentrating
their fire upon the damaged sections and
manoeuvring to take advantage of the
dead zones i the starfort’s coverage.
Space between the attacking ships and
the starfort was criss-crossed by torpedo
trails and streaks of battery fire, a lethal
web of explosions that lit up the stars
around Tacloth with dazzling explosions.
The Hammer of Rightcousncss surged

A
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forwards to a sagging, firelit wound in
the side of the starfort, her prow launch
bays rumbling open and disgorging a
host of Thunderhawk gunships that
flocked towards the fortress-monastery

like hunting birds of prey.

. Katanen stumbled as the fortress
monastery shook under another barrage
- of explosions. Klaxons blared and
warning bells chimed, sounding for all
the world like his sacred home was
screaming in pain. An explosion ripped
- through the basalt corridor before him,
~ knocking him to the ground and filling
. the air with fire and smoke. Crackling
~ vox contacts in his helmet told him that
their fortress-monastery was dying,
breaches were being blasted all across its
structure and boarding parties were
penctrating deep into its sacred depths.
Shadowy figures moved through the
haze, firelight gleaming from long bladed
polearms. He picked himself up.
shouting, “Up, brothers, up! The enemy
is upon us!” before firing a hail of
- shells into the fiery maelstrom before
~ him.
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Sparks flew from the impacts of his
shots, but none of the figures fell.
Internal recyc-units fought to clear the
air and Katanen could see the attackers
clearly for the first time. Armoured in
burnished suits of Terminator armour
that gleamed with a blue-stecl sheen, the
warriors were figures of awe and terror.
Covered in embossed scriptwork and
with a multitude of purity seals fixed to
their armous, the warriors were the very
image of the Emperor’s fiery retribution.
Katanen was transfixed as he recognised
the attackers for what they were; Grey
Khnights: scourge of dacmonkind and the
corrupt. The lead Terminator, a
magnificent warrior with a crimson, fur-
edged cloak swirling about him raised
his bulky gauntlet and spat, “Trafficker
with daemons, prepare to die.”

Katanen dived to the side as a storm of
gunfire and flame filled the corridor,
hearing the cries of wounded men behind
him. He rolled to his feet and deflected
a blow from a crackling blade that
would surely have decapitated him, but
succeeded only in tearing his helmet free
of his gorget. The blade bit into the
wall, flaring sparks leaping from its

s

energy-wreathed edge. Katanen dragged
free his own sword and hacked through
the polearm’s shaft as a gauntlet
hammered into his chest and sent him
sprawling. He reached for his weapon.
hearing the sounds of desperate battle
behind him, the clash of steel and the
roaring of bolters filling his scnses, but
an armoured boot slammed down on his
arm and pinned it in place He tried to
pull himself free, but a hissing blade
touched his neck and he froze, feelin
the heat from the power sword scorci

his skin.

He looked up into the face of the man
who held the blade, a hairless, scarred
individual wreathed in voluminous red
robes stitched with gold Inquisitorial
rosettes. He bore hissing machinery upon
his back and was surrounded by faceless,
hooded adepts and servitors. A trio of
Grey Knights kept their storm bolters
trained on him and a flitting skull with
a burning red eye buzzed around the
Inquisitor. The man’s skin was covered
with swirling text that Katanen realised
were names, scores upon scores of pames.
It was the face of a fanatic. Worse, it
was a fanatic he recognised.




ou,” he said “You were on
fablo.”

“I know
Subiaco

The tattooed man's eyes narrowed. I
was, yes, he said slowly. “You murdered
my men.”

“We had no choice,” said Katanen. “They
had scen the daemon blade.”

“You are a murderer and a trafficker in
blasphemous magicks. I will see you and
your kind wiped out for your crimes
agamnst the Imperium!”

“Crimes?” Snappcd Katanen, the skin of
his chin blistering and raw from the heat
of the Inquisitor’s sword. “You dare
accuse me of crimes? We seck to
preserve the Imperium by whatever means
necessary. If that means shedding blood
then I am not afraid to sce it spilled.”

“You consort with daemons and slay the
truc warriors of the Emperor,” snapped
Cyarro, forcing the blade lower. “You are
a traitor with no right to live and I will
no longer bandy words with a traitor.”

Katanen closed his eyes and said, “Do
what you will, you merely doom
ourself to an earlier extinction without
the knowledge we have gained”

The inquisitor’s sword sliced downwards.

* * *

Cyarro watched as the fleet he had
assembled at Belis Corona hammered the
dying remains of the Relictors’ fortress-
mopastery with concentrated fire from
their gun batteries. A Ramulies starfort
was a massive edifice and took time to
fully destroy, but they would leave only
when no stone was left upon another and
every trace of the Relictors was reduced
to Jllst. He felt a grim satisfaction as he
watched another powerful explosion rip
through the remains of the starfort, his
fingers drumming upon a carved wooden
box, locked tight with silver chains and
inscribed with powerful pentagrammic
wards. He heard armoured footfalls
behind him and turned, drawing a black
cloth over the box to hide 1t from view.

“What news, Captain?” asked Cyarro.

“Some of their ships managed to fight
their way past our picket line,” said the
Grcy Knight Captain. "The starfort is no
more, Inquisitor, we must give chase to
those who escaped its destruction before
we lose them in the Eye”

“Yes...” said Cyarro at fast, resting his
hand atop the cloth covered box.

“It is almost certain that whatever the
Relictors stole from the Diamedes
Archive is aboard one of those ships.
We cannot afford to let them get away."

"Vcry well,” said Cyarro. “Weigh anchor
and give pursoit. Indeed you are correct,
Captain Pelega, the prize must be with
one of the traitors who fled like
cowards.”

The Crcy Khnight Captain bowed and
retreated from the Inquisitor‘s chambers.

Cyarro rap his hands across the black
cloth covering the sigil-carved box.

And smiled.

USING A RELICTORS ARMY IN WARHAMMER 40,000

A Relictors force is selected using Codex: Space Marines, with the following additions and amendments. You will
also need Codex: Chaos Space Marines to use the wargear options.

SPECIAL RULES

Daemon weapons: One character in
the army may be designated the bearer
of a single Daemon weapon at a cost of
25 points from his wargear limit. Note
that the rule requiring a character to
bear a specific Mark of Chaos is waived
in this case. Daemon weapons come in
many forms. Their effects may vary a
great deal, but the weapons described
in Codex: Chaos Space Marines are a
good cross-section representing the
type of weapon the Relictors might use.
Roil a D6 before the game begins to
determine what type of weapon he
carries. Rules for these items can be
found in Codex: Chaos Space Marines.

D6 roll Weapon

Dark Blade
Dread Axe

Axe of Khorne*
Pandemic Staff
Needle of Desire
Warp Blade

“fcounts as a Daemon weapon in this case)
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Chaos relics: Just as the senior
members of the Relictors bear Daemon
weapons to war, so too does the
Chapter make use of captured
banners, icons and standards,
believing the unholy powers bound
within these relics can be turned upon
their erstwhile masters. A single
Standard Bearer (ie, a member of a
Command Squad) may be equipped
with a Chaos standard, at the cost of
+50 pts. Roll on the following table
before the game to determine which
relic is available.

Relic
Icon of Chaos Undivided**
lcon of Chaos Undivided**

D6 roll

Banner of Rage

1
2
8
4 Plague Banner
5 Rapturous Standard
6

Blasted Standard

** Does not confer Daemon Summoning
ability, but any unit or model within 8°
becomes Fearless.

Outcasts: A Relictors force may not
take allies (such as Deathwatch,
Assassins etc), with the exception of
Radical Daemonhunters from Codex:
Daemonhunters. Inquisitors that are
not accompanied by ANY type of Grey
Knight Space Marines may be
designated Radical (Grey Knights will
not fight alongside those who dabble in
the Dark Arts). They may take
Daemonhosts in their allied force and
use the artefacts printed overleaf.
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Daemonhunters players of a Radical
bent will no doubt have considered
the potential power they could
wield with a full chapter of Space
Marines devoted to their cause. No
doubt the shadier members of the
Ordo Malleus are very glad that
instead of asking awkward
questions and screaming about
heresy, the Relictors actively further
their forbidden research. As a
result, we've brought a few more
tainted artefacts utilised by senior
ranking Relictors and the Radical
factions of the Ordo Malleus alike
out of their thrice-consecrated
confinement chambers for those
(ahem) open-minded players out
there who are not averse to toying
with the dark path. But remember,
be careful where it leads...

DARK ARTEFACTS

These artefacts are legendary in their
rarity, kept safe in stasis chambers deep
within heavily fortified reclusiams and
lead-lined sacristies. There exists only
one of each of these artefacts, so only
one of each type may be taken in any
given army.

Relictors Chapicr, founding unknown.

Ref 34.52/Relictor
Penitence marking
(Iaq. report: classified)

Mk VIT Helmet

(Hard vacyum modification)

Taquisitoril access Level: 8 cighty-oine six

MEKIX Phall
pattern Bolt pistol

Relictors Chapter colour scheme
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" CHAOTICIANS AHD CATACLYSMS — RADICAL MEASURES IN WARHAMMER 40,000 by Phil Kelly

Books of Pain 25 pts
Inquisitors and Inquisitor Lords only

The fabled Books of Pain contain every
word that has ever been used to
describe sensation from discomfort to
screaming agony. In times of dire
necessity, a few words from these
blasphemous texts can cause all those
within earshot to fall into paroxysms of
suffering.

The Books of Pain can be used once
per game, at the beginning of any
movement phase. All units, friend or foe
(including the bearer's own) with a
model within 3" of the bearer count as
pinned until the beginning of the owner’s
next turn.

Artekus Scourge 25 pts

Relictors only

The Artekus Scourge is a flail tipped with
balls of pure energy in the form of
screaming daemonic faces. Originally
wielded by the Chapter Master of the
Relictors, Artekus Bardane, the flail
snaps and gnashes at the souls of those
it hits.

The Artekus Scourge is a daemon
weapon, and follows the appropriate
rules from Codex: Chaos Space

Marines. If the Scourge wounds a model
with more than one wound, that model
must roll under its Ld on 3D6 or be
removed as a casualty. The Scourge is &
power weapon.

Sword of St. Aquitaine 25 pts
The Sword of 8t. Aquitaine was
recovered by the Relictors immediately
prior to its debasement and subsequent
possession by a daemonic entity, and
contains a nightmarish creature of such
power it can turn day into night.

If the Sword of St. Aquitaine causes a
wound, and the bearer passes his
Mastery test, he may force the entirety
of the next game turn to be fought using
the Night Fight rules. The Sword of St.
Aguitaine is both a daemon weapon and
a power weapon.

Shard of the Monolith 20 pts

Relictors only

Recovered from the twisted, debased
Monolith at the heart of the Equatorial
Jungle on Armageddon and seft into an
ornate chain of consecrated lead, this

shard of obsidian imbues the wearer
with great speed and strength, but at a
price...

The bearer gains +1S and +1 |. He must
always move towards and assault the
nearest enemy if possible and must
always perform a sweeping advance if at
all possible.

Grimoire Pandaemonica 25 pts
This daemanic Grimoire weighs heavily
with the sacrifices made in its name, and
has the power to greatly augment the
power of dark ritual. When read
backwards, passages from within its
pages can cause tidal waves in the
ether, disrupting any control over
daemonic suUmmoning.

The bearer can force his opponent to re-
roll Daemonic Possession or a single
Summoning roll each game turn.

Blade of Phaedron 15 pts
Inside the Blade of Phaedron lies the
seething soul of a daemon possessed of
a great enmity for all its kin. Afthough it
is unremarkable when employed against
a living thing, against a daemon the
blade will blaze white with the pure heat
of the captive daemon’s rage.

The Blade of Phaedron wounds all
Daemons on a 2+, and adds +D3 to the
bearer’s Attacks characteristic when
charging a Daemon instead of the usual
+1. The Blade of Phaedron is a daemon
weapon.

NEW MISSION

This mission, Daemonhunt, is along
similar fines to the Terminate the
Daemonvessel mission from Codex:
Daemonhunters, but with more of a
Radical bent. It is ideally played with a
force of Space Marines (the Relictors)
versus a Chaos force (Lost and the
Damned or Chaos Space Marines),
although enterprising players may like to
use the Adversaries rules on page 49 of
Codex: Daemonhunters so that they can
use an army of their cheice. If you
haven't got a copy of Codex:
Daemonhunters, rules for Inquisitors can
be found in the Chapter Approved
section of White Dwarf 275 and rules for
Daemons can be found in WD 272. Now
grab a forbidden tome and a nice sharp
daemon weapon and get ghostbusting...
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ATTACKER’S OVERVIEW

You have located the Chaos worshipper’s stronghold,
but moments too late! The worst possible fate can only
be avoided by turning the tools of Chaos against the foul
apparition before you.

DEFENDER’S OVERVIEW
The ritual is complete. Only mere seconds stand
between you and the incarnation of your god, provided
you can contend with the meddling fools of the Ordo
Malleus and their Astartes lackeys. Kill them all!

¥

the Daemonvessel when the Greater Daemon
emerges.

The defender deploys his forces anywhere entirely
within 12" of the Altar.

The attacker’s forces are deployed anywhere in
the areas marked on the map.

Roll a dice, whoever rolls highest gets the first
turn.

W R
SCENARIO SPECIAL RULES
Daemonhunt uses the Deep Strike and Infiliration special rules.
SET-UP
Place a suitable terrain piece in the table centre. 4
This is the sacrificial altar and will take the place of T 12"

SACRIFICIAL ALTAR

INOZ INFNAOTHAA SHANIWLLY
3INOZ INIWAQTIA SHINOVLLY
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MISSION OBJECTIVE
The attacker must slay the Greater Daemon to achieve
victory. Any and all other considerations are irrelevant. If
this is achieved it is a victory to the attacker.

The defender must keep the Greater Daemon alive by
any means necessary. If this is achieved it counts as a
victory to the defender.

The attacker counts as having 1 Inquisitor Lord in
addition to his normal force (player’s choice). This
Inquisitor may spend a free 150 points on any wargear,
Henchmen, psychic powers, transports and weapon
upgrades. The Inquisitor Lord is automatically equipped
with the Blade of Phaedron (see opposite page) in
addition to the 150 pt bonus.

The attacker counts as having a Greater Daemon of his
choice in addition to his force, held in reserve. Use the
normal Reserve rules for the Greater Daemon instead of
the usual Summoning rules.

RESERVES
When the Greater Daemon becomes available it will
appear directly on the sacrificial altar (which cannot be
destroyed) and may move and fight as normal. Note that
this bypasses the usual rules for Daemonvessels.

GAME LENGTH

The game lasts for six turns.

LINE OF RETREAT
Units that are forced to fall back will do so towards the
nearest board edge, using the normal Fall Back rules.

E.




THE DARKER PATH

PAINTING AND MODELLING RELICTORS

Guy Haley has spent
much of his free time
painting these Space
Marines. But don't
worry, he loves it, and
has become so
inspired by the
Relictor’s shady ways
that he's planning an
entire army of these
vnusual Astartes.

Guy Haley

Guy: Over the last few years there have been
many fine articles printed in this magazine
detailing various forces of the Adeptus
Astartes. No longer do you have three or four
distinct chapters with the other 996 being
distinguished from each by the odd story and
different coloured hattle gear, but over a
dozen unique and characterful fighting
organisations, each with their own special
rules twist. And not all of them are quite so
squeaky clean...

Though the savagery of The Flesh Tearers, a
Blood Angels successor chapter who have
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succumbed almost entirely to the Black Rage
(WD251), seemed appealing, it was not until
we needed a few Relictors painting that my
inspiration was sparked. True scions of the
Emperor, the Relictors have begun to plumb
depths that perhaps should not be plumbed.
In their quest to protect humanity, these
noble defenders of the Imperium have done
something few chapters would countenance,
turning the weapons of Chaos against itself.
They're good, but they're also a bit bad, and
ruthless to boot, doing anything to anyone to
get their hands on Chaos artefacts.

Though they are cutting a swathe through the
diabolical enemies of mankind, it appears
obvious to all but themselves that they are on
the turn. This makes them a very interesting
prospect indeed.

GREYER KNIGHTS

As befits such shadowy figures, Relictors are
grey with black shoulder pads. As my
Imperial Guard are also grey, | didn’t want to
be stuck exclusively with the colour, so |
decided a rich, antique gold would provide a

good contrast (thankfully there has been so
little shown of the chapter | am quite free to
decide this! Such is the power of the hobby).
This denotes Veteran Space Marines (gold
helmets), as well as helping to bring a bit of
life to the armour of less exalted Battle-
Brothers. An individual Space Marine is not
just an enhanced bloke in armour, but more
akin to a saintly knight. Through long
decades he will have gained many honours,
whereas the Space Marines” habit of
refurbishing ancient equipment means even
the armour of a newly promoted neophyte
will be richly decorated. Time dictates that
you can't spend hours making every single
one unique, but a couple of remarkable
madels with especially ornate armour and
markings helps to make a squad look like it is
comprised of individuals. To this end the
judicious use of Chaos breastplates and legs
makes the armour of some appear more
heavily customised, while a mix of older
armour styles and helmet types further
individualises them. This ties in with the
Relictors’ beliefs, for, as Games Developer
Phil Kelly tells me, they venerate all relics.

In the ruins of an Imperial City, Brother-Librarian
Viortigern challenges a Chaos Lord.
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RELICTORS LIBRARIAN

e

|

The Relictors have a higher than average
number of Librarians, so | had to feature one
of these mighty heroes in my initial force.
Librarians of all but those chapters most
deviant from the codex wear blue armour.
The gold also offers good contrast with deep
blue and, along with his black shoulder pads,
tie him in with the rest of the army. He carries
the Book of True Names, one of the forbidden
artefacts that the Relictors possess. Like his
Battle Brothers, the Librarian has several
purity seals. Though condemned as heretics
by the Imperium, the Relictors still believe
themselves to be pure.

FORBIDDEN LORE

PAINTING BLUE

RELICTORS DREADNOUGHT

The Dreadnought follows the look of the rest

of the Relictors in having plenty of purity
seals, and in due course | shall be adding

more. Lots more. After all, the occupants of

these mobile sarcophagi have resisted the
taint of Chaos for longer than the rest of
the chapter. | also see Dreadnoughts
filling a special roll in the Relictors

belief system as they are, in effect,

living relics. Now their Fortress- L

Monastery is gone, and a large part of
their chapter destroyed, | can imagine that
the remaining Dreadnoughts have become
very important to them.

Later I'll sculpt extra detail onto the large
armour plates. This will include a relief

chapter symbol and, of course, maore skulls.

LE
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RELICTORS COMMAND SQUAD

| used the bodies of Dark Angels veterans for
the basis of the Librarian’s bodyguards,
adding a variety of Warhammer 40,000,
Warhammer and Inquisitor model parts to
give them even more of a pseudo-medieval
appearance. The censer bearer and standard
bearer reflect both the piety and
waywardness of the Chapter. In game terms
the Standard Bearer carries a Holy Relic,
while in friendly games | intend to equip the
censer bearer with Sacred Incense from the
Daemonhunters Codex. In fact, | am planning
to use much of the wargear from this book.
This kind of thing can really help to
personalise your army, provided you do not
compromise the character of the force and
you agree with your opponent beforehand. It
is, after all, the way a lot of new army lists
are born,

HEROIC SERGEANT

KEEPER OF THE FAITH

HOLY SMOKE

IRON HONOUR

ENERGY WARD



WEAPONS OF THE ENEMY
Relictors are not the only one to dabble with
the dangerous powers of Chaos. Many within
the ranks of the Inguisition also helieve that
only by turning Chaos against itself can it be
defeated. These Radicals are often spurned
by Space Marine chapters, if not hunted
outright, but the Relictors are different. Their
mutual sympathies means these agents of
the Imperium often band together...

Nick Kyme has made this Radical Inquisitor
and this large and impressive Daemonhost
to accompany the Relictors into battle. Here
he explains how.

For this model | wanted a really
imposing and grandiose beast,
as befits a Daemonhost’s
impressive stat-line and cool
special rules. | still wanted the
creature to be human in
appearance, so | went for the
Necron G'Tan the Decelver as a
basis for the body. This | then
bent and shaped a little to
make it appear like it was
struggling. | used a Strigol
vampire’s head and model boat
rigging from a local hobby
shop for the chains. Carpet
tacks hold the chains in place.

REFERENCE

Among the many publications by the Black
Library are several extremely handy tomes
which provide excellent reference for
modellers and painters. Written by Alan
Merrett, guardian of Games workshop
intellectual property, Insignium Astartes is
one such book, and | found it very useful
when painting the squad markings of the
sinister Relictors.

The book focuses on fields as diverse as
battle honours, army badges, variant
markings and the uniforms of specialist
| Space Marines such as
Chaplains, Librarians and .
Techmarinas. The history of = T&ac
Space Marine insignia is
| also covered, as is how to
| apply it to power armour in
| a Codex-approved manner.

Insignium Astartes is £15 from
all Games Workshop Hobby
Centres, Direct Sales,
or from www.blacklibrary.com

T I A

My Inquisitor Radical is based
on the body of a Dark Angel
Space Marine with additional
Inquisitorial rosary and
iconography. | used a Necron
Pariah’s arm for the right arm,
{0 make it look like the
Inguisitor had some high-grade
bionics, and a Space Marine
Sergeant’s head to finish the
body off. The sword-arm is
from the Emperor's Champion
and the grimoire comes from a
Daemonhunter. | completed the
model with some Chaos Space
Marine shoulder pads and a
cloak from the original Fay
Enchantress model to make my
Inquisitor look archaic and a
little sinister.

THE FUTURE

Seeing as I've invested a good deal of time in
painting these grey ne'er do-wells, I've
decided to do an entire army of them. I'm
aiming for 1,000 points to start with. The
initial army will have no tanks at all, as | want
to use the Drop Pods special rule to
represent the fugitive Relictors swoaping in
to snatch Chaos artefacts before disappearing
back into space.

The 1,000 points will include a Devastator
squad, a Landspeeder Sguadron, an Assault
squad and another Dreadnought. If | can, I'll
squeeze in another small Tactical squad. This
may have to wait until | build it up to 1,500
points though, and much of that extra 500
will be reserved for a radical Inquisitor Lord,
his retinue and a couple of Daemonhosts.

I'd like to be more precise, but as | intend to
modify the army list a bit | haven't actually
sat down to wark out what | intend to take.
My plans are grander than just taking than
odd item of Daemonhunters wargear. I'm
going to be creative!

My aim is to make a unigue army, and to this
end | want to include a Librarian-
Dreadnought, complete with special rules.

| feel this will exemplify the Chapter’s g
character, and will make a cool conversion. i
What could be more awe-inspiring than a |
psychic war engine armed with a ;
Dreadnought-sized Daemon weapon?

[
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for ranged
Imperial Guard
Armies
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Veteran Imperial Guard player Corey
Somavia has kindly agreed to share with
us the experience he has gained upon
countless battlefields. Corey is a
hardened commander of humanity’s most
prolific fighting force, his preference
being for the humble infantry company.
Here he tells us how he employs the
superior numbers and numerous heavy
weapons of the Imperial Guard to deadly
effect. His tactic, Split Deployment,
concerns dividing your army info two to
create a deadly crossfire...

PO TR YT

80 TACTICA IMPERIAL GUARD

Useful tactics

he mainstay of the Imperial Guard is a

mere human being like you or |. He has

a mediocre stat-line, poor armour and a
weak gun. He is an underdog, expended in
vast numbers by callous commanders
throughout the galaxy.The challenge of
succeeding with these grunts is reasan
enough to play. And when you do win, it'll be
because of your tactical skill, not because
your army is full of power-armoured
supermen.

There are many kinds of Imperial Guard

Imperial Guard advance on the Black Legion.

regiment available to the defenders of the
Imperium, all thanks to the new codex’s
Doctrine system. Now you can play an
infantry company one game and, with the
addition of a few Chimeras, a mechanized one
in the next. You can also collect Drop Troops,
light infantry, or elite soldiers from
technologically advanced worlds. In this
tactica, however, we're going to look at what
the Imperial Guard does best — shooting
things. As an example, I'll be using my army,
the Mordian Home Guard, 442nd Artillery to
illustrate my ideas.

BUILDING A SHOOTY ARMY

When building a shooty army, there are three
things to consider: Doctrines, infantry
weapons, and your counter-assault force.

Before you begin building your army, you
must decide whether you're going to go with
the basic list or spend your Doctrine points. |
recommend that new players start with the
basic shooty Guard. Earn your stripes there
then progress onto some of the more
advanced stuff. Doctrines are great, but they
can handicap you. Certain Doctrines in
particular should be approached with caution.

T T Iy s
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MORDIAN HOME GUARD, 442nd ARTILLERY

The 442nd Antillery is part of the
Mordian Home Guard, the first, last, and
only line of defence for the colonies of
Mordia. A professional core of soldiers,
it relies on discipline and static defence.
The Home Guard is where young,
adventurous officers go to earn fame
and glory, hoping to catapult themselves
up the ranks. Often, the Home Guard
drafis colonial forces as auxiliaries.
These include the Highland Dragoons
(Ogryns), Colonial Marksmen (Ratlings)

| and Gurkhan Lancers (Rough Riders).

Regiment Doctrines
Close Order Drill, {ron Discipline. Restricted
Troops: Ogryns, Ratlings, Rough Riders.

@3 Command HQ 146 pts
The General (Heroic Senior Officer) —
plasma pistol, power weapon, Carapace
Armour, Bionics, Iron Discipline.

Command Squad - lascannon team, plasma
gun, Veteran with Company Standard.

(®) Colonial Marksmen 66 pts

6 Ratlings.

SPLIT DEPLOYMENT IN ACTION

Blue Platoon has the sad duty of being the
sacrificial flank. It is has deployed an the
border of table quarters A and B.
Meanwhile, Green Platoon, the Command
HQ and Ratlings have are set up on the
border of table quarters C and D. [n the
centre are the vehicles, deployed further
back to avoid blocking line of sight. The
Leman Russ has a clear field of fire and

@ Highland Dragoons 218 pis

5 Ogryns — Chimera, Turret multi-laser,
Hull heavy bolter, Smoke Launcher, Extra
Armour.

Blue Platoon
Blue Command 81 pts
Lieutenant Dalton — bolt pistol, close
combat weapon, Iron Discipline.
Squad — autocannon, 2 meltaguns.

@) Blue One 83 pts
Autocannon, grenade launcher.

@ Blue Two 95 pis
Lascannon, plasma gun.

@ Blue Three 85 pts
Autocannon, plasma gun.

Green Platoon

Green Command 90 pts

Lieutenant Hamilton — laspistol, close
combat weapon, Iron Discipline.
Squad — lascannon, 2 plasma guns.

Green One 83 pis
Autocannon, grenade launcher.

Green Two 95 pts
L.ascannon, plasma gun.

Green Three 85 pts

Autocannon, meltagun.

shields the Basilisk from incoming fire. By
the Leman Russ are Armoured Fist squads
and the Ogryns. The Ogryns are aboard their
Chimera so they can counter-assault against
the enemy. The Armoured Fist Squads are
outside their Chimeras so they can shoot.
The Rough Riders have taken cover until
they are needed to bolster the Ogryns or the
victory flank (the flank opposite the
sacrificial one).

@D The Royal Lancers 174 pts

Armoured Fist squad — missile launcher,
flamer, Chimera, Turret multi-laser, Hull
heavy bolter, Smoke Launcher, Extra

Armour.

The Queen’s Own Hussars 174 pis
Armoured Fist squad — missile fauncher,
flamer, Chimera with Turret multi-laser,
Hull heavy bolter, Smoke Launcher and
Extra Armour.

The Gurkhan Lancers 84 pts
6 Rough Riders with hunting lances.
Dafadar Singh — Veteran Sergeant with
hunting lance, close combat weapon.

@m@)

Basilisk 125 pts
Indirect Fire.

Leman Russ 160 pts
Hull heavy bolters, Sponson heavy
bolters, Extra Armour.

Total 1,844 pts

If you have the chance to deploy first, you
could deploy the Leman Russ far forward to
push back the enemy’s deployment.

The enemy has chosen to split his forces.
Obeying proper fire discipline, shoot the
Rhinos going for the victory flank. The
sacrificial flank takes the enemy charge, and
are supported by the Ogryns, the Rough
Riders, and if needed, an Armoured Fist
squad. This holds the attackers up long
enough for you to finish destroying the
Rhinos. Now it's time to mop up the
Surviving enemy.

Black Templar Map Key

Land Raider Crusader
with 15 Space Marines

Whirlwind

Bhino
with 10 Space Marines



DOCTRINES

The Doctrine system allows an Imperial
Guard player to customize his army. If you
choose to use the Doctrines you are given
access to lots of specialist pieces of
equipment and unit abilities, like
Cameleoline or Light Infantry. Taking these
two together, for example, would help you
recreate Gaunt’s Ghosts on the tabletop.

There is a snag, however. You only have five
points to spend, each Doctrine costs one
point and a great many of the cool units in
the main army list ~ Enginseer Techpriests,
Ratlings or Storm Troopers for example —
are counted as Doctrines.

As there are ten of these Restricted troops,
you can see that if you make your own

The Mechanized Doctrine, for example,
requires most of your army to be mounted in
Chimeras. Similarly, special equipment such
as Carapace Armour requires your entire
force to buy it, and at 20 points a unit, that
gets expensive pretty fast. This is not to say
that these armies cannot be effective, but
when building a shooty army, troop numbers
are of paramount importance. Doctrines use
up valuable points that can be better spent on
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specialised regiment, it will be less diverse
than one chosen from the main list.

If you're just getting started with an Imperial
Guard army and you want to use the
Doctrines, think about how you want your
army to play. Begiments with Doctrines
from the Alternative Organisation section
require a definite plan. A good approach for
a shooty Imperial Guard player is combined
arms. What about taking Drop Troops and
Deep Striking a platoon while two other
platoons sit and shoot? Or how about an
army where one platoon sets up as normal,
but the second platoon has Light Infantry
and thus can Infiltrate.

Another, perhaps easier, option for players
new to the Guard is to concentrate on the

achieving these aims. Other Doctrines force a
regiment into a specialised role, for example,
any Imperial Guard army using the Drop
Troops Doctrine playing a mission without
Deep Strike starts at a serious disadvantage.
With this in mind, we’ll ook at Doctrines
separately.

The most important element in any Imperial
Guard force fs the ‘poor bloody infantry’. The

Skills and Drills section. This allows you to
tailor your shooty army for only a few extra
points. Give Sharpshooters to heavy
weapon squads. Hardened Fighters makes
your Veterans nastier in hand-to-hand. Die-
Hards is great for Rough Rider squads that
will be charging headlong {and alone) into
the face of the enemy.

The Doctrines of the 442nd Artillery are:
Close Order Drill (models in base-to-base
contact in infantry units get +1Initiative and
+1 Leadership) Iron Discipline (any unit
using the Leadership of an Officer or Senior
Officer may regroup even if under half
strength and ignore the =1 morale modifier
for being under half strength for Morale and
Pinning tests), and restricted troops:
Ogryns, Ratlings, and Rough Riders.

mighty Leman Russ may strike fear into the
heart of your enemies, but it is the humble
infantry squad that wins games. And you'll
need infantry by the bucket load. In an
Imperial Guard army based round massed
fire the general’s rule of thumb is one squad
per 250 points plus an extra squad for good
measure. These are ten-man infantry squads,
either in platoons or Armoured Fist squads,
not Command squads or HQs or special
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TOP GUARD TIP

A cunning trick for games with alternating
deployment — you put one unit down,
your opponent puts one unit down - is to
deploy all your vehicles one after another.
| sometimes place my Leman Russ
(Heavy Support) and Basilisk (Heavy
Support) then my two Armoured Fist
squads (both Troops). Four units is a
good chunk of your opponent’s army, so
the enemy reveals his battle plan before
you've placed a single, and vitally
important, platoon.

weapon teams. So, in an 1,850 points list like
mine, you'll want eight squads. The 442nd
Artillery brings two platoons of 30 men plus
two Armoured Fist squads to every
engagement.

When arming your shooty infantry, two heavy
weapons stand out, the autocannon and the
lascannon. The autocannon is your
workhorse gun, with its two shots, Strength 7
and 48" range, it has the strength to crack
most vehicles (even the Leman Russ treads
softly, lest it reveal a flank) and wounds most
things on a 2+, while still having & high
enough rate of fire to take down horde armies
like Orks or Tyranids. Roughly half the heavy

weapons in the 442nd Artillery are
autocannons. Lascannons provide the high
Strength/low AP firepower for dealing with
heavily armoured tanks, Terminators and
large monsters. The remaining heavy
weapans, mostly heavy bolters and multi-
lasers, concentrate on infantry.

The next element is your counter-assault
force. The Assault phase is a question of
when and whers, not if, even though Imperial
Guard players would love to avoid hand-to-
hand fighting. Even if your battle plan is to
stop the enemy entirely with shooting, you'll
still get into trouble. Assault is inevitable;
prepare for it. Luckily, the Imperial Guard has
a selection of units that can hold up an

LONG TABLE EDGE DEPLOYMENTS

In a mission like Recan, Split Deployment is
altered slightly. There is no specified victory
flank or sacrificial flank. In diagram 2,
Green Platoon has set up with the HQ and
would normally be the viciory platoon.
However, the Tyranid player is clearly geing
after Green Platoon. So now, Green Platoon
and the HQ are to be sacrificed, as it's
unlikely you’'ll stop three massive squads of
Gaunts, Infiltrating Genestealers and
Gargoyles. Hey, there’s no pension plan in
the Imperial Guard, so it's not like the CO is
missing out.

Here, the vehicles are on the flank. This is
because the long table edge deployment zone
lacks the depth of a Cleanse mission, So your
vehicles would block line of sight between
your two forces. You'll also have to dedicate
the Ogryns and Rough Riders to a flank.

As you can see, the Russ is deployed where
it has a good view of the battlefield and the
Basilisk is in a carner, shielded by the
Chimeras. Another Armoured Fist provides
a shield for the Rough Riders. This provides

assaulting enemy. Storm Troopers, Ogryns
and tooled-up HQs are all good choices to
either stymie the enemy assault or retaliate.

TACTICS: SPLIT DEPLOYMENT

Your tactics are determined by the type of
army you'll be facing. These can be roughly
separated into three types: assault, combined
arms and other shooty armies. As the
Warhammer 40,000 universe is heavily
populated with armies that like to get up
close and deadly, we’ll talk first about how to
neutralise them.

| developed ‘Split Deployment’ as a method
to defeat the Space Marine ‘Rhine Rush’
tactic, where Space Marines charge up the

open lines of fire and a strong
counter—assault force for each flank.
Otherwise, the tactics remain the same.

Tyranid Map Key

Hive Tyrant
Tyrant Guard
Genestealers
Tyranid Warriors
Hormagaunts
Termigaunts
Ripper Swarms
Gargoyles
Carnifex

Biovores
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RESERVES AND L-SHAPED
DEPLOYMENT

In the case of Reserves, such as in a Patrol
Mission, the key here is to have a picture in
your mind of how you would deploy if this
weren't a mission with reserves. Leave
spaces for them, and simply fill in the
blanks as the reserves arrive. You can see
here that Green Platoon deploys on one
flank and then, as the remainder of the
forces arrive, you filter them in to set your
split deployment.

On the odd occasion, you'll have the L set

3
|

up, where your troops deploy in opposite
corners. In this situation your deployment
is very similar to Cleanse, infantry on the
ends of the ‘L’ and fanks in the crook of the
‘L." However, it's not always best to deploy
right up to the ends of the ‘L as in certain
missions you may want to put your reserve
units here. For example, in a Rescue
mission, instead of starting the Armoured
Fist squads in the crook of the ‘L.’ you start
them in Reserve, leaving room for them to
roar onto the flanks later. The Armoured
Fist squads can then head out for the
objective, while your infantey blasts away.

field in their armoured transports — usually in
Cleanse missions. But | found this to be
effective against most agsault armies, under
most circumstances. It is not so much a rote
formation as a way of thinking, a tactical
doctrine characterized by the use of sacrificial
units and distance to blunt the attack of an
assaulting enemy. Remember: Distance and
Discipline.

DISTANCE

Take your army and divide it into two parts:
the sacrificial flank and the victory flank. The
- two flanks are roughly similar with the same
number of squads, about one platoon to each
flank. The difference is that the HQ with the
Standard goes with the victory flank.

On deployment place these two flanks so they
are 24"-36" apart, making sure they have a
clear line of sight to each other. Having clear
line of sight is the more important of the two
conditions. It is okay to deploy squads close
to each other, rather than keeping 3" between
- them - to prevent enemy consolidation — as

- some people recommend. There’s simply not
enough space to do that with 70 plus guys.

Your tanks should go where they have the

- best shooting position, pravided they do not
. block line of sight between the two flanks.

- Your counter-assault units should be within
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one or two turns of movement of either of
your flanks, to neutralize any threats or tie
down the enemy on the sacrificial flank for as
long as possible.

DISCIPLINE

This deployment forces an assault-orientated
enemy to choose: split his forces or
concentrate on one side and try to roll up
your flank.

If he chooses to split his forces, direct all
your firepower into stopping the vehicles
going after the victory flank. Even the units of
the sacrificial flank shoot vehicles going after
the other flank — even if they’re in danger of
being overrun. There is a reason it is called
the sacrificial flank.

Then, once the vehicles menacing your
victory flank have been dealt with, take out
the vehicles going after the sacrificial flank.
Finally, open fire on enemy infantry units
getting close to the victory flank. Once they’re
finished off, go for the enemy models
approaching or, mare likely, have killed, your
sacrificial flank. It may be necessary to send
in your counter-assault units to make sure
the enemy on the sacrificial flank stays put
long encugh.

It sounds complex, but you'll get the hang of

e
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it. This is the discipline part of split
deployment — fire discipline.

If the enemy goes after one flank and tries to
roll up your army, pour all your fire into his
vehicles. Try to make your sacrificial flank
look appealing by putting it closer to the
enemy than the victory flank. You'd be
amazed how eager some people are to
assault you.

The two key things to remember are
Deployment and Discipline. You simply don't
have the time to reposition your forces for the
perfect shot. You also cannot afford to split
your forces only to have some trees in the
way. Without clear lines of sight, you're
fighting with only half your army at a time. So
before you start putting stuff down, think
about what you're going to do. Look at fire
lings. Think about where you're going to
place your vehicles.

Fire Discipline is the key to victory. It bears
repeating: in order to be a successful Imperial
Guard player you must maintain fire
discipline. Too many players think anyone can
just sit and shoot, but it takes real willpower
to kesp your head. When you've got a Land
Raider Crusader full of Black Templars 15"
away, it’'s easy to think that you have to stop
that Land Raider and start pouring fire into it
when you should be stopping those Rhinos
hurtling towards your victory flank.

At the start of your phase, decide what you
absolutely need to take down this turn. Shoot
with one or two squads at enemy targets,
then pause and look at the scene. Are you
directing your shots where they need to be?
Repeat this process when you have a
demoralizing dice roll, for instance, if you hit
with the Demolisher cannon, but fail to
penetrate. At those moments, it's especially
easy to lose your discipline, so take a
moment to gather yourself. Remember, fire
discipline is victory.

ASSAULT TROOPS

The counter-assault force of the 442nd
consists of a squad of five Ogryns in a
Chimera and eight Rough Riders with
Hunting Lances. | love my Ogryns. At
three wounds apiece, they can tie up even
the hardest enemies for some time. The
Rough Riders are also brilliant. This
cheap 84 point squad can deliver 15
Strength 5 power weapon attacks and has
the charge distance of Hormagaunts (up
to 24"). The Ogryns exist to whittle down
large mobs of Gaunts, Qrks, or Kroot
while the Rough Riders are a good one-
shot weapon against squads of expensive
Terminators, Assault Marines, and Necron
Flayed Ones. Even if these guys don't
always win combats, dying slowly and
tying up the enemy is just as important.
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DEALING WITH SHOOTY ARMIES
Looking at this battle, you can see the Space
Marine player has set up in a straight line
across his deployment zone whereas the
Imperial Guard is set up heavily weighted on
the edge of table quarters A and B. The two
platoons pour fire into the nearby Space
Marine units, and a third to half of his units
cannot fire back as they are out of range.
The Leman Russ and Basilisk assist in

whittling down enemy units capable of
returning fire. Again, the Ogryns and Rough
Riders keep near the platoons, ready to act
as a counter-attack force in case the Space
Marine player gets any aspirations of an
assaulting nature. In this situation, the
Space Marine player is forced to undergo a
costly redeployment, all the while being
bombarded with weapans fire from your
well placed Guard units.

WARHAMMER
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Dark Angels Map Key

‘ Dreadnought
Lo

@ Tactical Squad 1

@ Tactical Squad 2
With Librarian and Rhino

@ Tactical Squad 3

@ Tactical Squad 4
With Rhino

@ Tactical Squad 5
With Razorback

@ Tactical Squad 6
With Razorback

" Land Speeder

© Devestator Squad

. Whirlwind
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THE TERRIBLE TAU...

The Tau are different as they are an army
that also specialize in massed firepower, but
are unfortunately rather better at some
aspects of it than the Imperial Guard. Any
fight against the Tau is going to be bloody.
The winner being the player with something
left on the table as opposed to nothing.

To beat the Tau your forces must be just
under 24" away from the Tau or more than
30°. This is because the Tau have the
nastiest firearm in the game, yet the Fire
Warrior squad facks long range heavy
weapons. You must either be beyond the
range of their pulse rifles, where you can
still use your heavy weapans, or within the
range of your lasguns, where you can bring
your numerical superiority to bear.

Realistically, you're not going to keep your
entire army 36" away from his army, so
concentrate on overwhelming one of his
tlanks entirely. You will then be out of range
of the rest of his force, thus increasing your
numerical superiority.

TYRANIDS...

While we're talking about assauit armies,
Tyranids deserve a special mention, for they
are a foe to be feared. Able to move faster
than Rhinos, Fearless when in Synapse
range, and able to pile on the attacks,
Tyranids are rightly feared. However, you can
use the same Split Deployment formation.
The axiom of Distance remains the same; it’s
the Discipline that you alter.

Most players’ first reaction is often to take
advantage of the ‘Shoot the Big Ones’ rule
and, well, shoot the big ones. Doing this is
not as wise as it would seem, as many
Tyranids have high Armour saves. Instead
you should treat fast Tyranids like vehicles.
They are a much more immediate threat than
the relatively slow ‘Big Ones’. You should
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You can see that the Tau player has also
heard about the Split Deployment. However,
this gives the Imperial Guard player an even
better opportunity fo overwhelm a flank.
Both Blue and Green platoons are set up on
the border of table quarter A and B. Also,
both Armoured Fist squads are to the rear of
the platoons, ready to move in. The Leman
Russ shields the Basilisk. The Ogryns and
Rough Riders are ready to move, occupy a
quarter and force the Tau to pay attention to
that flank.

On the first turn, the Guard player will move
all of his army to bring the bulk of his forces
to within lasgun range of the Tau. The
Armoured Fist squads can either join the
firefight or run down those pesky Stealth
Battlesuits. The Basilisk and Leman Russ
focus their fire on the Tau being targeted by
the platoons. Finally, lascannons attempt to
bring down the Hammerhead, which can
cause all manner of pain for your lings. As
always, fire discipline must be maintained.

This tactic is quite painful. You must endure

focus your fire on Gaunts and Infiltrating
Genestealers, then Warriors, and finally the
Monstrous Creatures. While a Hive Tyrant is
scary, it will only kill 2-3 Guardsmen a turn,
whereas 20 Hormagaunts can kill an entire
Guardsman squad every turn, and once
amongst your lines, will just keep going.

Remember, when the Hive Tyrant finally
reaches combpat, all is not necessarily lost:
Strength 3 lasguns and Guardsmen still have
a chance of wounding. Even when wounding
on 6+ and the monster saves on 2+, rapid
firing lasguns add up.

COMBINED FORCES

Combined forces are armies that might be
predominantly shooty but have a strong
assault force, or vice-versa. A good example
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a couple of reunds of Tau shooting before
you can strike back. Stick it out. If you get
pulled inte even one round of a heavy
weapon versus pulse rifle duel, then it could
cost you the game. If you move immediately
you can whittle down the Fire Warrior
squads, while those with Devilfish redeploy.
If you wait, then you give the Devilfish
squads the chance to move to a more
advantageous position.

Tau Map Key
@ CEthereal
e Stealth Team

@ Crisis Battlesuits

Pathfinders
With Devilfish

Fire Warrior Squad 1
Fire Warrior Squad 2

Fire Warrior Squad 3

® 60 6

Fire Warrior Squad 4
With Devilfish

Fire Warrior Squad 5
With Devilfish

@ Kroot
@ Broadsides

Hammerhead
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is the Necron army. The firepower of 40-60
Necron Warriors is nathing to scoff at, while
their stats make them extremely durable in
combat. They also have the likes of Flayed
Ones. Another combined force is the Biel-tan
Eldar army with its Wave Serpents full of
Aspect Warriors backed up by War Walkers,
Viypers, and Support Weapon batteries. Even
Speed Freeks Finally, the quintessential all-
rounders, the Space Marines, can field four to
five versatile Tactical squads with heavy
weapons and Rhinos backed up by more
vehicles and Assault Marines.

Clever combined forces players will set some
bait for you. The Space Marine piayer, for
example, might advance with his Assault
Marines and maybe a Tacfical squad to draw
your fire, while his firebase moves into bolter
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Even the might of the Great Devourer cannot stand up to such concentrated firepower.

range. The Eldar player may use the War
Walkers to draw attention away from the
Wave Serpents flanking your line. The trouble
is, if you shoot at one the other gets you. So,
the question is how to spread your fire so
that you can get them all.

The answer is don't; because you can’t. You
simply can’t kill everything in a single turn of
shoaoting. He who defends everything,
defends nothing. The question is, again, one
of discipline. |dentify what is most likely to
win the game for the opponent and destroy it.

Those Eldar War Walkers might have blasted
your lings but chances are you'll still have
something left to take them down. Once
those three squads of Aspect Warriors reach
your lines, will you get a chance to unload on
them with your mass firepower? Similarly,
those Assault Marines may be hearing down
on you, but what will happen when 40
Tactical Marines open fire with their bolters?
In that case, perhaps it's better to direct some
fire into the Rhines moving the Tactical
Marines into their firing position and send
your counter-assault force to tie up the
Assault Marines.

SHOOTY ARMIES

Split Deployment is not as necessary against
a shooty opponent. For the sake of caution,
some distance between flanks is a good idea,
but not as much, maybe only 12'-18". The
key is still to overwhelm one part of the
enemy with firepower. This is not & game
where you simply line up and shoot. If that'’s

your thing, you probably also like silly hats
and resting your hand inside your shirt.

Again, distance and discipline come into play,
but of a slightly different sart. The distance
we’re talking about now is keeping out of
range of their basic guns. Even the really
shooty Space Marine armies are manageable
provided they're only firing heavy weapons. If
the Space Marine player can bring his bolters
into range, then it's a much closer battle. The
key is to maintain a good distance on
deployment. Make your cpponent advance
forward for two or three turns, thus negating
his heavy weapons. This gives you time to
whittle down his numbers.

Much the same is said for shooty Necron or
Eldar players. Overwhelm a flank and try to
make them work for those close-range shots.
Imperial Guard can generally go toe-to-toe
with anyone in a heavy weapon duel.

THE GOOD NEWS
AND THE BAD NEWS
As is traditionally fitting, the latter first. The
bad news: what you’ve read is justan
introduction. The good news: what you've
read is just an introduction. If the Imperial
Guard could be summed up in such a short
space, it wouldn’t be warth playing! This
article is merely a primer in basic tactical
thinking. Your challenge will be adapting it to
your army, specific scenarios, battlefields and
enemies through trial and error. Remember,
put your faith in the Emperor, and trust in the
not-so-puny lasgun.

SPLIT DEPLOYMENT MADE SIMPLE
Here’s the short and easy method of
dealing out shooty death:

= Divide your army into two roughly
equal parts — the victory flank and the
sacrificial flank.

Place your command HQ with the
victory flank.

Deploy the two 24°-36" apart.

Make sure the two flanks have a clear
line of sight to one another and to the
enemy.

Place your counter-attack units out of
sight of the enemy and close enough to
your flanks so they can attack should
things get hairy.

Choose good positions for your tanks
and artillery.

If the enemy splits his forces;

.

Shoot the enemy vehicles going after
victory flank.

Shoot the enemy vehicles stationed at
the sacrificial flank, waiting for troops
to kill your sacrificial flank.

Shoot enemy models advancing
towards victory flank.

Shoot enemy that are where the now-
dead sacrificial flank was.

If he attacks one flank en masse;

Move your sacrificial flank closer so
that it looks tempting, goading him to
assauft. A few well-placed taunts
probably wouldn’t go amiss here.
Shoot his army to hits.
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SOLDIERS OF THE
MPEROR

Models and extra components for Imperial Guard armies

WARMAMMER
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Of all the defenders of humanity, it is the
Imperial Guard that are the broadsword of the
Imperium. Marching to war in great platoons of
solid Guardsmen, tank companies and
mechanised convoys, they are the backbone of
the Imperium’s armies. Dour foof sloggers, they
are the true soldiers of the Emperor.
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£15 Techpriest Enginseer

Cadian Command Squad

Denmark....kr 200.00

This blister contains 1 random Techpriest ENginseer. panmark....
Sweden ..
Eurg....

This boxed set contains 1 Cadian Standard, 1 Cadian Comm-link, 1 Cadian Commander, 1 Cadian
Medic, 1 Cadian Meltagun and 1 Cadian Casualty model.

Cadian Heavy Weapons Team

Commissar Gaunt £7

Commissars

This boxed set contains enough components to make random 1 Heavy Weapons team, armed with This blister Denmark......kr 80.00 This blister contains Denmark.

either a lascannon, autocannen, heavy bolter, missile launcher or mortar. contains 1 Sweden .....kr 90.00 1 random Commissar. Sweden
Commissar Eurasiiiisa €11.00 EUrQonnnr £8.00
Gaunt.

gyl

~ Ogryns £8 Tanith Ghosts

i

r This blister contains 1 random Ogryn. gig‘;zgkmkr 12000 This blister contains 3 random Tanith Ghosts.
: Euro.....

| Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Indepandent retailers are responsible for determining their own prices. Models shown at 75% actual size. Models supplied unpainted.
All information correct at time of going to press.
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Storm Trooper Sergeant

- ‘ Oenmark
This blister pack contains 1 random Storm Trooper si,';ﬂ?; N

Sergeant.

£20

Leman Russ Battle Tank

Denmark....kr 250.00

This boxed set contains 1 Leman Russ Battle Tank.

Storm Troopers with Assault Weapons £6 |
This blister pack contains 2 random Storm Troopers with gﬁ@'g:,fk ':f;;gjgg '

Assault Weapons. €10, f

Ratling Snipers

Deamark._...kr 70.00

This blister pack contains 5 random Ratling Snipers.

Storm Troopers

This blister pack contains 3 random Sterm Troopers.

SRR

FAAT,

Rough Rider Command £56  Rough Rider £56  Colonel Schaeffer £7 3

D K.......kr 55.00 Denmark.....kr5500  _  pepmad -]

This blister pack contains 1 random Rough Rider si»':ﬁ;; i This blister pack contains 1 random Rough Rider. Sweden ... kr 65.00 This blister pack contains 1 gf;’:,’;’;‘,f‘ o |
Euro.......... €8.00 Colonel Schaeffer, Euro... :

Command trooper, either a Sergeant or Standard Bearer. furo.............. 3

Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices. Models shown at 75% actual size. Models supplied unpainted.
All information correct at time of going to press.
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WILL OF IRON

PART 2 OF ONE MAN’S QUEST TO BUILD A TOURNAMENT ARMY FOR WARHAMMER 40,000

White Dwarf’s
Christian Byrne
adventures into the
realm of Warhammer
40,000 tournament
play. He's been
working hard on the
implacable warriors
of iron, so this month
there’s a whole load of new twisted
Chaos madness to show you. These
include his hard-hitting Havocs and
Basilisk, two Heavy Support choices
capable of laying down the withering
fire the Iron Warriors are so rightfully
feared for.

Christian Byme

Christian: So far all | can really say about my
Chaos Lord Vathek’s background is that he is
small time. There are definitely bigger and
nastier Chaos Lords and Daemon Princes out
there, with plenty more Chaos Space Marines
and Cultists at their disposal. But Vathek is
smart enough to bide his time until an
opportunity presents itself. With only a limited
amount of men and vehicles at his disposal he
cant afford to do anything more than besiege
small settlements aiong the fringes of the Eye
of Terror. He'll need all his wits and resources
for when that time comes. So | decided that
Vathek’s fate would be decided on the small
Imperial world of Hierodon V1. While flying
about looking for unsuspecting convoys to
raid, Vathek's crew picks up a distress signal
from an Imperial facility on Hierodon VI.
Some accident has befalien the inhabitants of

the base, but the Iron Warriors are unsure of
exactly what it could be, as the
communication ends as suddenly as it began.
Feeling as if his time may finally have come,
Vathek orders his ships to make all haste to
the stricken world. Once in orbit he selects
some of his best troops to form a small
expeditionary force and takes several shuttles
to the mysterious planet’s surface. ..

THIS MONTH...

But now it's onto the heavy hitters, The first
being Chaos Havocs, able to crack open
enemy tanks or rain down death on lightly
armoured troops. Following them is the
awesomely destructive Basilisk, stolen
Imperfal ordnance now used to bring down
the solid walls of those bastions it was
designed to defend.

- s @) a1
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| Vathek feads shock troops info battle, while the Basilisk
and the Havocs lay down a lethal barrage of firepower.

|




CHAOS HAVOCS
Havoc 1 is the most extensive conversion in
the squad. [ sawed off the upper torso of an
archive Space Marine dressed in the old
Crusade armour and filed the bottom down. |
then took a plastic Chaos Space Marine torso,
glue it to the legs, and carefully cut it in half
above the belt. | then filed down the legs and
torso pieces so they fit each other properly
then pinned them together. For the
autocannon | used the heavy stubber from
the Imperial Guard Vehicle Accessory sprue
as it looked like it would match the heavy
bolter arms from the Chaos Space Marine
Command sprue. | cut the hand off the back
of the heavy bolter and glued it and the heavy
bolter's ammo belt to the heavy stubber, then
filed the Imperial Aquila off the weapon. Once
this was dry, | pinned and glued the assembly
into place. | used Green Stuff to fill the gaps.

Havoc 2 was a bit more straightforward. The
head and torso are from the Khorne
Berserker sprue with the headdress and
Khorne icons cut and filed off, The rest of the
components are the standard Chaos Havoc
with autocannon. As | want these guys to
look archaic rather than daemonic, | cut off
the monster-faced muzzle and replaced it with
the larger meltagun nozzle from the Chaos
Space Marine biker. | also cut away the skull
adorning the weapon. Pinning was useful
here for matching all the pieces up (See hox).

Havoc 3 was very straight forward, being
made of standard Space Marine parts with an
Iron Warrior torso. The missile launcher itself
was customised with a monstrous head taken
from the Chaos vehicle accesssory sprue.

The next conversion (Havoc 4), was a hit
more involved. Firstly | used an old Space
Marine Devastator body which | cut in half. |
filed the top flat and removed the Imperial
insignia on the legs. The hody is a plastic
Space Marine torso. | cut the belt away,
leaving the front intact so it would overlap the
metal leg section and cover the join at the
front. The other components are the Chaos
Havoc missile launcher arms and backpack.
The missile launcher was modified to lessen
the demaonic look by cutting away the head.
The front section of the Havoc missile
launcher was then filed down to fit.

Lastly, Havoc 5 is an Imperial Space Marine
with Chaos Space Marine shoulder pads. He
contrasts nicely by looking the most like an
Imperial Space Marine. It is easy to imagine
that a force like Vathek’s would scrounge
various armour sections after battle to
replace those that had worn out over many
thousands of years of war.

All of the Chaos Havocs have been painted
with the same methods used to paint Vathek
and the first unit of Chaos Space Marines,
described last issue. It is always important to
establish early on how you want to paint the
army, so when it’s all done, it looks unified.

T —

Dry Run: After pinning, put the pieces

- together without gluing them. This dry run

will let you see if all the pieces fit together
and what the finished model will look like,
enabling you to make any necessary
alterations without getting glue everywhere.

Red Dotting: A good trick to help you to get
your components to match up is to apply
paint to the end of the pin. While the paint is
still wet, place the pinned piece where you
intend it to eventually go. The paint will mark
out on the point you should drill.
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Weathering: To make the vehicles look used and abused | use weathering powder, This
product is usually used on model railways and does exactly what it says ~ makes the model
look weathered. Once applied you just use a brush to spread it into the recesses and over
the brightest areas. You can also get a similar effect through drybrushing, but you have to
take care that most of the paint has been wiped off the brush.

=
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CHAOS BASILISK

The Basilisk is one of the main reasons to
play the Iron Warriors. The model is already
an awe-inspiring piece of kit, so the
modifications are cosmetic, things like filing
off Imperial insignia, gluing on spiky bits and
replacing the Imperial Guard crew with Iron
| Warriors. In keeping with the rest of my

. army, | wanted the conversions to make this
look more like the Imperial version’s evil twin
as opposed to a daemon-warped engine of
destruction. The really dramatic thing about
this vehicle is the painting. The important
thing to remember is that the vehicles in this
army are painted using exactly the same
techniques as the Chaos Space Marines (see
last issue) with a few extra touches to give
them a war-torn appearance.

TSN

Shells: These shells, and the gun’s breach, are a part of the Basilisk
upgrade kit available from Forge World. | cut the shells from their
pallet, separated one off for the loader and glued the remaining three
onto the vehicle. | then painted the shells with a mixture of Brazen
Brass and Tin Bitz, before a final drybrush of Brazen Brass.

d
)
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| |
|

Trophies: Whenever | come to paint these | try to
| use colours that will stand out from the rest of the
vehicle, but will not clash too much. 1 also like to

use watered down paint and inks to show signs of
weathering, as well as dried blood.

Hatches: The side hatches on a Basilisk bear the

Imperial Eagle, and it was going to be hard to

- remove them. Looking around, | discovered that this
panel from the Chaos vehicle sprue would be

- perfect. A bit of filing round the edges made it fit.

Dust: Everything in the army has been made to look like it has been
moving through wasteland. To accomplish this [ drybrush Graveyard

| Earth, then Bleached Bone followed by Skull White. Each layer is
progressively lighter than the previous one. | also use this technique on
the Chaos Space Marine hases.

To make life easy when painting
large scale Chevrons, [ carefully
cut lengths of tape in half to mask
the different areas to be painted,
ance the first colour is laid down
it's easy enough to remove the
tape and paint on the next colour.
It makes it look a lot more
convincing, though you need to
make sure the tape is straight.

Side Panels: Like the rest of the armour trim these are painted the same way as the Chaos
Space Marines. The rust stains running down from the bolts are very easy, first mix up one
part Brown Ink with one part Fiery Orange and run an irregular strip of paint from the base
of the balt, going down. Then use watered down Fiery Orange around the base of bolt, but
keep within the area of the first wash.
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| | designed these two Chaos Space

| Marines to detach easily from the

| Basilisk {this enables them to be

| transported like the rest of the army) by

| means of an extra length of wire in each

foot that fits onto the rear platform. |

. wanted the loader to look as if he is

carrying a fresh shell to the breach. The
next thing | did was to take the bionic

- arm from the Iron Warrior Warsmith (left |

over from converting Vathek), and

| reverse it so it would hold the resin shell
. from the Forge World upgrade kit. The

nose of the shell rests on a metal hand

| from the Iron Hands boxed set that |

gently bent until it was open.The rest of
| the loader’s components are an Iron

. Warrior's torso and a Chaos Space

. Marine Biker head.

The Basilisk Commander (shown below)
| is the Chaos Havoc Champion, with legs

from the Khorne Berserker sprue. The
model is then positioned to look as if

| he’s signalling to the loader to prepare
| the next round.

:;

RUNNING THE GAUNTLET

True to my word, | have embarked upon a
campaign to test out my fledgling army. |
resolved to march to war, after reminding
myself of the tournament rules before
launching myseif into my first encounter.

Game 1: Guy Haley’s Ork Speed Freeks.
This first match promised to be educational. |
haven’t played that much against Orks, and
can’'t remember ever having played this
particular variant. Needless to say, | was
outmanoeuvred by Turn 2 and had to
desperately try to immobilise the Ork’s
Battlewagon, Buggies and Trukks.
Unfortunately for me none of my three Heavy
Support choices killed a single Ork, which
kind of went against my original plan of
attack. Oh well. The good news for me was
that my two Chaos Space Marine Squads
performed admirably in both shooting and
assault, | even managed to kill most of the
Orks. But while my men were tied up in
combat the remaining Ork vehicles seized
two table quarters and contested the rest.
Sadly for me, as the tournament scenario
awards 200 extra Victory Points for each
table quarter that meant a decisive victory for
Guy, a result anly slightly less terrible than a
Massacre. But all is not lost, as | learnt some
valuable lessons from the battle. For a start
the Speed Freeks are potentially one of the
most lethal close combat armies in the game,
able to pin down less numerous armies like
Space Marines very swiftly. Their natural
excellence in combat means that even if they
are not able to defeat an enemy, they are able
to hold enemy squads in assault, thereby
allowing their vehicles to seize table quarters.

Game 2: Paul Scott’s Tau

You might remember Paul from White Dwarf
293's Battle Report. He’s not only a Tau
maniac, but a seasoned tournament veteran,
so | was in for a tough fight. After trading
some heavy munitions fire (with me having
some luck with the Basilisk), Vathek and his
assault troops charged into the Broadsides
and proceeded to do some reasonable
damage. But the unrelenting firepower of
Paul’s Crisis Battlesuits and Hammerhead
gunship did critical damage that eventually
broke the Iron Warriors, though the
Dreadnought and the Basilisk did a good job
of knocking some much-needed holes in the
Tau lines. Turn 6 was close, but the
destruction of my Rhino by two advancing
Crisis Battlesuits lost me a much-needed
table quarter and | was defeated. Great game
though. Paul is a good player and an even
better sportsman. Let’s hope that at my first
tournament | come across players who are
equally as fair.

Game 3: Guy Haley’s Imperial Guard

After being slapped around by his Speed
Freeks, | decided to try Vathek’s |luck against
Guy’s Imperial Guard. My first mistake came
when | deployed my Infiltrators to strengthen
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my left flank rather than to harass some of
the vulnerable Guard on the right. Guy,
however, was not so blind and piaced his
infiltrators where | probably should have
placed mine. | had real trouble with them the
whole game, as they would not die no matter
how much | shot at them. There was also an
unfartunate encounter with 20 Conscripts
that managed to make back twice their points
cost in Iron Warriors {ouch), but | had to
smile when Vathek charged in, killed two and
then wiped out the rest as they ran away. In
the centre of the table, | felt my heart skip a
beat when the Dreadnought suffered from a
Blood Frenzy, enabling it to suddenly move
within assault range of a Leman Russ
Demolisher. This it subsequently destroyed.
The rest of the army performed well, except
my Basilisk, which was destroyed by Guy's
infiltrating Hardened Veterans. By the end of
the battle | had captured and contested more
ground than the Guard. The Iron Warriors
had their first victory, but they really had to
bleed for it.
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There are a couple of things to be addressed
with my army list, small tweaks that should
strengthen some important areas. The
biggest changes will be to the squads
themselves. The Havocs, for example will
lose the ability to infiltrate in favour of the
staying power offered by the Mark of Chaos
Undivided. Another change is to the last
Chaos Marine squad, reducing its number
from nine to seven. The extra points can be
spent on upgrades to either Vathek or the
Dreadnought. I'll test these out between now
and next issue and let you know what works.
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There are many ways to enjoy the Games
Workshop hobby, including painting, CITADEL BRUSHES
modelling, gaming, collecting and making —

scenery. If you are new to warguming, Fine Detail Brush £2

collecting and puinting an army can seem Dok K 5500
like a daunting task. However, putting uo.........e350
together u great looking army isn't ———

difficult, it just requires a little patience Detail Brush £2
and the right fools.... Guide to Paints and Painting Accessories S 5000
[177 £3.50

Standard Brush £2
Denmark..... .kr 25.00

Basecoat Brush £2.50
Denmark......kr 30.00

Citadel Colour Mega Paint Set £120
Contains the entire range of Citadel Celour paints with the new flip top design, Denmark..kr 1375.00
PVA (white) glue, a painting guide, brushes, empty pots, and more! gﬂz’j‘*” "”gggﬁ

WARUAMMER
A A‘: 1030

V..I-r LS

Tank Brush £4
Denmark.....kr 50.00

Warhammer Starter Paint Set £12 Warhammer 40,000 Starter Paint Set £12
This boxed set contains & plastic Chaos Denrmark....kr 150.00 This boxed set contains 5 plastic Space Marings, Denmark....kr 150,00
Warriors, 8 paint pols, a paintbrush gﬁf’fi-}fgﬁgﬁg 6 paint pots, a paintbrush & painting guide.

& painting guide.

=
L3

Citadel Colour 250ml
Spray Cans  £4 each

There Is also a range of 250mi
spray cans available. Colours

: available are as follows: BAMES
il ! * Shadow Grey VozEsno!
| § » Ultramarines Blue
1 « Blood Angels Red
4 * Dark Angels Green ARDCOAT
& : f = Boltgun Metal (Gloss varnish)
; SKULL | ‘
GHAOS WHITE Denmark...... kr 50.00
i} BLACK
Games Workshop Paint Set £15 Citadel Colour 400m| Spray Cans 'Ardcoat Gloss Varnish £6
This paint set contains nine of the most Sl O 400ml cans (above). Available in Skull White and 400mi can of Gloss Denmrk.....hr 70.00
regularly used colours in our paint range, S Chaos Black. Varnish spray. y
a painting guide and a paintbrush.
R P T AR A I arsT emey =
94 HOBBY EQUIPMENT Gertain Citadel products may be dangerous if used incorrectly and Games Workshap does not recommend them for children under 16 without adult superwvision.

Allinformation correct at time of going 1o prese.
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Citadel Colour Paints and Inks -£1.75 eacr}

Denmark kr 20.00  Sweden kr 30.00  Euro €2.50

Scab Red Dark Angels Green |
Red Gore Snot Green |
Blood Red Scaly Green

Blazing Orange Goblin Green

Fiery Orange Scorpion Green

Golden Yellow Camo Green

Kommando Khaki
Rotting Flesh
Fortress Grey

Sunburst Yellow
Bad Moon Yellow
Scorched Brown

Paint Station £18

Self assembly modelling & painting area. Denmark....kr 225.00 Graveyard Earth Codex Grey

ks S o Tiokga). o &5000 Bestial Brown Shadow Grey
Snakebite Leather Space Wolves Grey
Desert Yellow Chaos Black
Bubonic Brown Skull White
Vomit Brown Mithril Silver
Bleached Bone Boltgun Metal

= —— Dark Flesh C.haln.marl

Terracotta Tin Bitz

Detail Brush, Standard Brush, Small Drybrush.
Dwarf Bronze

Brazen Brass

Vermin Brown
Tanned Flesh

B caretut when using gve. Dwarf Flesh Burnished Gold
i o et g Bronzed Flesh Shining Gold
Elf Flesh Red Ink
Liche Purple Magenta Ink
Warlock Purple Yellow ink
Tentacle Pink Chestnut Ink
Midnight Blue Brown Ink
,, 238 Regal Blue Flesh Wash
x T Ultramarines Blue Purple Ink
Enchanted Blue Blue Ink
Superglue  £3 Mixing Pot Ice Blue Dark Green Ink
Toat. 00 Ao oty e Hawk Turguoise Black Ink
UL comenrne €20 new colours. Catachan Green Gloss Varnish

—
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Pricas guoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices. www.gumes-workshop.co.uk/siorefront 95
All information correct at time of going to press.
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good, combats are won, and your foes
The Art of Warhammer e
resolution. No matter how tough they
are, or how numerous, all it takes is one
C I O s E failed Break test to run your enemies
end of each round of hand-to-hand
combat for each side, as per the chart on
page 73 of the Warhammer Rulebook
(for a summary of the chart see below).
The side which scores the highest
combat resolution wins combat and the

Combat resolution is added up at the

down and wipe them out.
loser must then take a Break test

Tactics for winning Close Combat in Warbammer modified by the difference in the scores.
Jeff Leong continues Jeff: The Close Combat phase is the To enhance your chances of winning the
his step-by-step look most action-packed and brutal part of round know your combat resolution
at playing the game. A single good round of before combat starts. Rank bonus and
Warhammer. A fighting can break the spirit of an enemy Higher Ground (ie. a hill) are set at the
veteran of several  unit and send it scurrying to the safety beginning of combat, so you can count
Grand Tournaments, of its deployment zone or even rip the them before the fighting even starts. You
Jeff won most heart out of an enemy battle line. But probably know if either side will have a

Jeff Leong recently with an though it is terribly important, it’s flank or rear bonus at the end of
army consisting actually fairly straight forward. You roll combat, and you know who starts the
mainly of Chaos Marauders (a to hit, then to wound, and your combat with a Standard. The
tactica will be forthcoming ~ Fat opponent makes (or hopefully doesn’t Outnumbering bonus can be a bit
Bloke). This month, he focuses on make) his Armour saves. However, you trickier, but you can estimate which way
| that most critical, and potentially must keep one thing in mind: combat it might go. The only thing left to
game-winning, phase of resolution. While killing your consider is the number of Wounds
Warhammer - Close Combat. opponent’s forces in close combat is caused in the actual battle, and that’s

where smart choices can have a real
impact on the outcome.

/

Remember, combat resolution
wins combats. So, let’s look at
ways to ensure that combat
resolution turns in your favour.

THE BEST DEFENCE

IS DEFENCE

One of the first things to

consider in close combat is the
weapon your troops will use. All

troops have a hand weapon, such as

a club or sword, but some also have a
special weapon such as a halberd (which
requires two hands to use and adds +1
to a model’s Strength) or spear (which
only requires one hand and allows an
additional rank to attack when not
charging). While you may normally opt
to use whatever special weapon your
unit is armed with, it’s not always the
best idea. Let combat resolution help
vou decide.

If your warriors are equipped with a
shield, you may want to ‘turtle up’ by
using a hand weapon and shield instead
of your special weapon, as a soldier on
foot gets an extra +1 to their Armour
save when they use a hand weapon and
shield together in close combat. This is
because they can defend more easily,
which can significantly reduce the
combat resolution bonus that your
opponent gets from killing your troops.

[
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DARRK ELVES VS EMPIRE KNIGHTS

BASIC COMBAT
RESOLUTION
In the example above (Diagram 1.1), a
unit of six Empire Knights with full
command (Champion, Standard. and
Musician) have charged a unit of 20
Dark Elf Spearmen with full command.
The Empire Knights can be certain of
the bonus for their Standard Bearer,
and so start with a combat resolution
of 1. The Dark Elves, on the other
hand, can be certain that they will
recieve a bonus of 41 for each of their
ranks (a total of +3 for three ranks of
at least four models in width behind
the first) and a further +1 for their
Standard Bearer, and so begins the
battle with a total combat resolution of
4. It is also probable that the Dark
Elves will outnumber the Empire unit,
even after combat, which gives the
Dark Elves an additional +1. With a
starting Unit Strength of 20 versus the
Knights' Unit Strength of 12 (each
cavalry model has a Unit Strength of
2), the Dark Elves can be confident
hat the Knights will not outnumber

m at the end ofmmha:, as the

‘ {)n]y uae - of these Waunds is mved

SPEARS AND LANCES

The Dark EIf Spearmen (with their
Strength of 3) will be hard pressed to
cause a wound against the Empire
Knights (with their 1+ Armour save),
and so must limit the casualties caused
by the charging Knighis to win the
combat. Choice of weaponry can make
that difference. In this example, the
Knights hit four times. With the
Strength bonus from their lances, they
hit at Strength 5, and every hit
wounds. Their Warhorses hit another
three times and, with Strength 3,
wound twice. Now, the Dark Elves
must make four Armour saves at ~2
(due to the Knights' Strength 5) and
two Armour saves at no modifier (since
the Warhorses are only Strength 3).

If the Dark Elves use their spears, they
cannot save the Wounds caused by the
Knights, as their 5+ save (for light
armour and shield) is cancelled by the
-2 modifier. They can only save the
two vmunds from the horses on a 5+.

decide to use hand weapon and shield

Diagram 11

Empire Knights

MS C
MSC

Dark EIf Spearmen

-
’

HAND WEAPON AND
SHIELD

In an alternative scenario, the Dark
Elves use their hand weapon and
shields, increasing their Armour save
to 4+, and save one of the lance hits
(on a 6+) and one of the Wounds from
the horses (on a 4+). Without causing
a Wound, the Dark Elves tie with the
Empire Knights and remain locked in
combat. The Empire Knights, having
spent their charge, will siruggle to win
combat next round without the +2
Strength bonus for their lances.

Remember, you must continue to use a
weapon chosen throughout the
duration of a combat. Should you

on the first turn of combar, you must
use them until that combat is over —
you cannot switch back to spears. 1t's a
tradeoff. If you use your hand weapon
instead of a special weapon you
increase your Armour save but reduce
cither your Attacks (foregoing the
additional rank with spears), or
additional Strength (from a halberd or
great Weapon) In this examplc, the
of
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ESULT BONUSES

Bonus Situation

+1 Extra Rank

+1 Outnumber Enemy
+1 Standard

+1 High Ground ,

+1 Flank Attack

+2 Rear Attack

+1 Overkill

bk

I'VE GOT TO SEE A MAN
ABOUT A HORSE

It is sometimes better to have your
Champion or character retired to the
back rank of your unit than to accept a
challenge. If you refuse a challenge,
your opponent may select one of your
characters and move him to the back
rank of your unit. In a challenge your
opponent can receive a total combat
resolution bonus equal to the remaining
Wounds of your character plus 5 for
Overkill (it’s disheartening for your
troops to watch their leader get
chopped to ribbons). Consider this
choice carefully. It’s not always about
keeping your character or Champion
alive. With thought, sacrificing a
character can often work to limit your
opponent’s combat resolution.

Some characters, such as Crom the
Conqueror, have special abilities in a
challenge. Crom’s ability allows him to
take another Artack for each of his initial
Attacks that successfully wound (before
Armour saves). This means that he can
have significantly more Attacks than the
5 Attacks on his profile (or 6 with his
additional hand weapon) when he is
fighting in a challenge.

Some characters carry weapons that can
cause multiple Wounds, such as the
Rending Sword (which multiplies each
unsaved Wound to D3 Wounds),
meaning that a single Wound might
cause double or triple the amount of
damage once it gets through your
armour. Let’s say an Aspiring Champion
of Chaos with the Rending Sword
challenges the Champion of an Empire
Spearman unit. In a challenge, the
Aspiring Champion can potentially cause
9 Wounds! (3 Attacks at D3 Wounds
each), six of which would count towards
combat resolution. If the Empire
Champion declines the challenge, the
most the Aspiring Champion could
cause would be 3 Wounds, again, a
swing of three points in combat
resolution in favour of the Spearmen.
Any Wounds in excess of their starting
value on rank-and-file troops are not
counted towards combat resolution, but
if you accept a challenge against such a
monster, you will quickly find you have
a significant deficit in combat resolution
if your Champion is overkilled.

Stay focused on combat resolution, and
you can'’t go far wrong. Don’t let your
Champion be foolish in the name of
bravery — remember what they say about
he who fights and runs away...

YOU CAN’'T HURT ME...
OUCH!

Whether they are heroic warriors,
dreaded villains or powerful wizards,
characters rule the battlefields of the
Warhammer world. However, while they
can potentially tip the balance of the
fight in your favour, they are not as
invulnerable as they may first appear.
It’s true that Combat Characters can
cause a disproportionate number of the
Wounds in a fight, as their greater
number of Attacks combined with their
higher Weapon Skill and Strength allows
them to kill many enemies. Even
Champions kill more than the other
fighters in their unit. In many cases,
however, these characters aren’t that
much harder to kill than the troops

beside them, and it's a sweet victory
when your lowly troopers bring down
an enemy hero.

Remember that a trooper can target any
enemies in base contact with him,
including corner-to-corner contact (see
Diagram 1.3 below). This means that
two to three rank-and-file soldiers will
usually be in contact with a character or
Champion and are allowed to direct
their Attacks at him. Outside a challenge,
no extra Wounds will be counted
towards combat resolution, but it’s often
worth taking the risk to remove a
powerful character. Here are some
things that you should consider when
deciding if you want to attack them.

Diagram 13
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Goblins A, B, or C, but not D, can attack rheJ

Empire Archer.

Unit Champion: This guy is just as easy
to kill as any other member of his unit,
if you remember to allocate Attacks
against him. In combat, I will always
allocate one of my Attacks against the
unit Champion, because it’s a no-lose
situation. If I miss him, I would have
missed him anyway, but if I am able to
kill him, it hurts my opponent that
much more.

‘Wizards: Wizards are also an easy target.
They normally have the same Weapon
Skill as the basic troops (making them
just as easy to hit) and no armour. This
combination means that it is easier to
cause Wounds against a wizard than

CROM VS EMPIRE ELECTOR COUNT

In this example, (Diagram 1.2y Crom’s
Chaos Warriors have engaged the
‘Empire Elector Count’s unit of
Swordsmen. The Empire General
‘accepts Crom’s challenge with the unit
Champion. Crom continues to rain
 down Attacks on him until he is
wounded more than six times (the
maximum that counts for Overkill —
intial Wounds + 5), and counts all 6
Wounds towards combat resolution for
the Chaos Warriors. However, had the

Empire player refused to accept the
challenge, the Chaos player would
have retired the Elector Count
(remember, if you refuse the challenge,
your opponent picks who to retire) to
the back of the unit and Crom would
not have benefited from the extra
Attacks he gets in a challenge. He
would have probably only killed three
or four Swordsmen ~ a two to three
point swing in combat resolution in
the Swordsmen'’s favour.

Chﬁﬂs
Warriors

MS C .
MSC
Empire

Crom

Elector
Count

Swordsmen

Diagram 12
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against normal rank-and-file troopers,
who are usually armoured. I generally
allocate as many attacks as possible
against a wizard, up to the number of
Wounds he has remaining. Again, it’s a
no-lose situation. He isn’t any harder to
hit or wound, plus he has no armour to
save him. Removing a wizard reduces
the enemy’s Magic phase while allowing
my magic to be more effective —a
double benefit.

Combat Characters: These guys are the
fighters, the ones who can really cause
some serious damage. However, they are
often quite susceptible to damage
themselves. While characters usually
have access to a wide range of protective
items, not all players take advantage of
this. In addition, most Combat
Characters do not have significantly
higher Weapon Skill than their base
troops (their WS is usually two to three
points higher). This means that they are

pon and sl:ueld) in close
r5US the 4+ Armour-'save

S means tf:at the Bmpﬁe

hts (with 2 WS of vl emlj? hit. -

e% a WS more than twu:e
f the atmcke:r to require a5+ o

' @t possible to the Exalted
hit just as easily

‘ s?{' ngs that gs:eat weapnn is jnst t@b
: Qd"{ - pass up. :

Exalted
Champion

Chaos
Warriors
MSC

MS C
Empire Knights

Diagram 14

not usually much harder to hit than the
basic troops around them.

There are times it may not be a good
idea to allocate Attacks against Combat
Characters, but it is always worth
considering. Take a moment to figure
out if it’s harder to hit the character
than it would be to hit a rank-and-file
model, determine if he has a better
Armour save, and then make the
decision. Even if it turns out to be a bit
risky, it can have a significant reward.

Battle Standard Bearers: Essentially a
subset of Combat Characters, the Battle
Standard Bearer is often less protected
than his core combat peers (a Battle
Standard Bearer cannot take a shield).
Additionally, if he carries a magic banner
he won'’t be able to use any protective
magic items. Unlike unit Standards, no
one can pick up the Battle Standard,
should it be slain, and the ability to

reroll failed Break tests within 12" will
be gone. This makes the Battle Standard
Bearer a valuable target in Close Combat
— most scenarios give you an additional
100 Victory Points for killing it. I almost
always make the enemy Battle Standard
Bearer a high priority in any combat.

THE FINAL THRUST

Close Combat is the deciding factor in
most games of Warhammer. There is
nothing more enjoyable than a game
that comes down to the final epic
confrontation, between the players’ best
units, as the battle is decided. By
keeping combat resolution foremost in
your mind, you can make sure that
those dice favour you and that your
forces stand victorious at the end of the
day, as the dust of battle clears. Next
month, we'll take a look at the
Shooting phase, and see how to make it
work for you. Until then, may your arm
be strong and your sword sharp.







GAMES WORKSHOP'S PREMIER

PAINTING COMPETITION

premier painting competition, Each year

thousands of entries are received, all
vying to win the coveted Golden Demon
stotuettes. There are gold, silver and bronze
trophies to win in each of the 11 categories at
Golden Demon and the model judged to be the
best of ¢ll the Golden Demon entries wins the
coveted “Slayer Sword’, a uniquely forged item
that only the very best possess. The Young
Bloods competition showcnses the very best
efforts of our younger enthusiasts. The Open
Competition is our special ‘free-for-all’
tournament. Anybody can enter, but beware —
even the Games Workshop staff can have u go,
so the standard is always very high indeed!

Golden Demon is Games Workshop's

After the success of moving Golden Demon
downstairs at the NIA last year, this time
round we've chosen to take a look at the
categories and rules for the competition. As
a resuit, we have altered some of them.
Rest assured we've kept most of the format
and categories the same, however we have
made a few significant changes. Please
read the details below even if you are an
experienced Golden Demon competitor (in
fact, especially if you are an experienced
competitor!). In all cases, the judges will be
looking for models that are, above all, well
painted and well presented. In addition, we
will pay attention to how well the model or
models fit in with the published concept of
our game backgrounds. That isn’t o say
that we won't reward innovation and
creativity, but this must be demonstrated
within the atmosphere and spirit of the
worlds we present in our games.

Remember that all entries must be Citadel
miniatures, Forge World modeis, Imperial
Armour vehicles or scratch-built models of
your own devising. Conversions are
welcome! Warhammer 40,000 categories
include entries for Necromunda, Epic
40,000 and Battlefleet Gothic. Warhammer
includes Mordheim, Warhammer Quest,
Warmaster and Blood Bowl. Inquisitor
models should be in the Large Scale model
category

CATEGORIES

As last year there are eleven main
categories of Golden Demon, together with
two exira categories, the Open Category
and Young Bloods. There is a minor
change to Category 9, which moves from
being a Battle Scene to a Diorama
category. We wanted to give modellers the
opportunity to use their skills to create
pieces based on all aspects of our worlds,
not just the clash of steel or the rattle of

bolter fire. Of course, we still expect a lot
of entries featuring battles, but the dark
backgrounds of our games give plenty of
scope for interesting dioramas outside the
battlefield. A major change is in Category
11, which changes from being The Lord of
The Rings Film Scene to The Lord of The
Rings Single Miniature.

LORD OF THE RINGS MODELS

In order to give The Lord of The Rings
enthusiasts as broad a scope as possible
when entering Golden Demon we have
opened up the Duel and Diorama
categories to The Lord of The Rings
models as well. This reflects the
importance and growth of The Lord of The
Rings branch of our hobby in the last few
years. However, please note that you may
not mix models or model components from
our The Lord of the Rings ranges with
models from our other ranges in any of the
categories. For example if you are entering
the Diorama, Duel, The Lord of The Rings
Single Miniature or Open category based
on The Lord of The Rings background you
must use models or components from the
Games Workshop The Lord of The Rings
range only, you may not include models or
components from our Warhammer or
Warhammer 40,000 ranges. Similarly you
may not mix The Lord of The Rings models
or components into any category entries
based on the Warhammer or Warhammer
40,000 backgrounds. Entries which mix
models or medel components in this way
will be disqualified.

BASES

There was some debate last year over
base sizes in certain categories. We have
therefore chosen fo use the words
“appropriate sized gaming base” in several
descriptions. The intention here is to allow
a little flexibility whilst keeping to the spirit
of the competition. So, if you want to
mount your Terminator on a 40mm base
because it “looks nicer”, you can still enter
it in the Warhammer 40,000 single model
category. Similarly if you prefer to base
your fantasy model on a round base
instead of a square one you will not be
penalised. However, please note the
judges reserve the right to move models
that are not on appropriate bases into a
category they deem more fitting.

SCENIC DISPLAY BASES

Many people like to mount their models
upon large scenic display bases or plinths.
This Is permitted providing the individual
model can be removed and stand upon an

appropriate sized gaming base. If the
scenic base is integral to the model your
entry will only be eligible for the Diorama
category. Although display bases can add
to the impact of a unit, our judges do not
take such bases into consideration when
making their decisions. In fact models on
display bases are usually removed from the
base when being judged.

ARTEFACTS

Golden Demon is all about painting Citadel
miniatures. As a result we will no longer
permit the inclusion of artefacts based on
our games in the competition.

JUDGES DECISIONS

The Judges decisions are final. All the
judges we employ are experienced
employees and know exactly what they are
looking for. The judges reserve the right to
move models into a different category if it is
entered inappropriately or disqualify a
model if they feel it breaches the rules of
the competition. We will not enter into
discussion about the judges’ decisions.

GOLDEN DEMON CATEGORIES

CATEGORY 1
Warhammer 40,000 Single Miniature

CATEGORY 2
Warhammer 40,000 Squad

CATEGORY 3
Warhammer 40,000 Vehicie

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warhammer Single Miniature

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9

Diorama

CATEGORY 10
Large Scale Model

CATEGORY 11
The Lord of The Rings Single Miniature
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COMPETITORS’ GUIDELINES

You can only enter once in each category, and
all entries to Golden Demon, Young Bloods and
the Open competition must be painted Citadel
miniatures, Forge World or Imperial Armour
models or scratch-built models that you have
sculpted yourself.

We welcome conversions and scratch-built
models, based upon our Warhammer and
Warhammer 40,000 game worlds (ie, original
designs of your own making) in all categories,
but these should be consistent with the
atmosphere of the game worlds and spirit of
the miniatures ranges that we produce. At this
time, due to the nature of our license, we
cannot accept scratch built models based upon
The Lord of The Rings intellectual property.
Conversions made entirely from our The Lord
of The Rings range are acceptable. Qverall, the
judges will be looking for well-painted models
that adhere to the imagery and ethos of the
worlds represented in our fictional worlds of
Warhammer and Warhammer 40.000. All single
miniatures must be mounted on the
appropriate gaming bases. Read the category
descriptions carefully. It is your responsibility
to enter a miniature in the correct category.
When models are being booked in, it is
impossible for us to check that every singie
entry has been entered correctly. Whilst
judging, we may spot such anomalies but we
simply won’t have time to correct these and
medels will be marked down or excluded
accordingly as we see fit. We reserve the right
to refuse entry.

All entries must be personally handed in and
registered at the National Indoor Arena,
Birmingham, on 03/10/04. All entries must be
collected from the show stands at specified
times by the entrant in person. These times will
be published in the Games Day Programme
and will be announced over the PA system on
the day. All competitors will be fully responsible
for the transport of their own entries to and
from the competition, and for storing their own
transport and packing materials on the day.
Please don't ask us to look after carrying cases
and giant cardboard boxes. We simply will not
have the room behind the stands to store these
nor the staff to look after them. We will all be
busy looking after the entries themselves
(rather more precious, you'll agree!).

Once entries are hooked in we will, of course,
undertake to look after them as carefully as we
can. However, we can accept no responsibility
for loss or damage to individual entries. Models
are entered at the competitor's own risk.

Entry to any of the competitions gives Games
Workshop the right to photograph and publish
details of models entered as we see fit. Finally,
remember that the point of the painting
tournaments is to showcase the sfforts of all
those who paint miniatures in our hobby and to
have some fun. You may not agree with the
final outcome, but please bear in mind that the
judges’ decisions are final and we will not enter
into any correspondence regarding them

CATEGORY 1: WARHAMMER 40,000 SINGLE MINIATURE

Any single human sized
Warhammer 40,000 miniature
mounted on an appropriately sized
gaming base. This category
inciudes Grey Knight Terminators
but other models supplied with
40mm and larger bases should be
entered in the Warhammer 40,000
monster category. Models on
larger bases should be entered into
another category. Note that bike~
mounted character models must be
entered in the Vehicle category.

CATEGORY 2: WARHAMMER 40,000 SQUAD

This category is for Warhammer 40,000 squads or squadrons of five or more models.
This is also the category for Epic 40,000 detachments and inciudes gangs and mobs
from Necromunda. All squads must be ‘legal’ in game terms. Judges will be looking for
units that best exemplify the qualities and character of the army they represent,

This category DOES include squadrons of bike-mounted models provided they are
organised into a unit of five or more models. Larger vehicle models should be entered
into Category 3. All models should be mounted on an appropriately sized gaming base.

CATEGORY 3:
WARHAMMER 40,000 VEHICLE
This category is open to single
Warhammer 40,000 vehicles,
Dreadnoughts and walker models. This
category includes single bike-mounted
characters if this is appropriate to the
army in question (eg, a Space Marine
Captain on a bike). Battlefleet Gothic
spaceships can be entered into this
category as well. Although most of

these models tend not to be supplied
with a base, it is quite acceptable for

you to mount the vehicle on a

modest base (no more than 20mm

larger than the vehicle itself). Forge
World’s Imperial Armour medels
may be entered in this category.



CATEGORY 4: WARHAMMER 40,000 MONSTER

This category is for any
single large Warhammer
40,000 maodel mounted
on an appropriately
sized gaming base.

This covers models

like the Avatar,

QOgryns, large

Tyranids, Ork
Warbosses, etc.

CATEGORY 6: WARHAMMER REGIMENT

CATEGORY 5: WARHAMMER SINGLE MINIATURE

This is open to any single fantasy miniature (Warhammer,
Mordheim, Warhammer Quest and Blood Bowl). This
includes single models on horses, boars or

wolves, but not those mounted on large

monsters. All models must be
presented on an appropriately
sized gaming base. Generally
these will be 20mm or 25mm
square bases for foot figures
and 25 x 50mm cavalry
bases for mounted
models, although
appropriately sized
circular bases

may be used if
preferred.

This is for Warhammer regiments, Mordheim warbands, Warmaster brigades and Blood Bow] teams. The entry must consist of a
minimum of five models mounted on their standard gaming bases. Regiments must be legal units in game terms. The judges will be
looking for units that best exemplify the qualities and character of the army they represent. In particular, we will be looking at leaders,

Standard Bearers and Musicians of Warhammer regiments.
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| | CATEGORY 7: WARHAMMER
| MONSTER

This category is open to all Warhammer monsters
on 40mm and 50mm square bases and the really
large monster models that are not normally

| supplied with a base or are simply too big for one!
| This covers Dragons, chariots, war machines and
all large ridden monsters (eg, an Orc Warlord on
War Wyvern). Models should be mounted on an
appropriately sized gaming base. Models on large
scenic bases should be entered in the Diorama
category instead.

' CATEGORY 9: DIORAMA

Entries for this category consist of a diorama based
on the worlds of Warhammer, Warhammer 40,000
or The Lord of the Rings. The display must not be
larger than 30 x 30cm and the maximum permitted
height is 30cm. The diorama should be appropriate
to the background of Warhammer, Warhammer
40,000 or The Lord of The Rings, but otherwise
there are no restrictions on the battle scene’s

theme or content.
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CATEGORY 8: DUEL

This category comprises of two single models
mounted on a single 40mm or 50mm Slotta
base. The judges will be looking for a
dynamic pairing of two well-matched
opponents in some kind of combat
or other dramatic situation.

Models may be from the
Warhammer, Warhammer

40,000 or The Lord of
The Rings ranges.

CATEGORY

10: LARGE SCALE MODEL

This is the category for large-scale gaming or display modeis. The entry
should be a single model and it may be mounted on a plinth or display
base. Scratch-built models may be entered in this category, as should
Inquisitor models. Note that Imperial Armour
models should be entered in Category 3.
Models from the Forge World Collector
series, Showcase series and

busts should be entered
in the Open category.

CATEGORY 11: THE LORD OF THE RINGS FILM SCENE

This is open to any single miniature from the Lord of The Rings range of
models. All models must be presented on their standard gaming base.

THE YOUNG BLOODS COMPETITION 2004

The Young Bloods painting competition is open to any competitors aged
14 years or under. Your entry should consist of any single Citadel
miniature, either Warhammer, Warhammer 40,000, Mordheim,
Necromunda, Blood Bowl or The Lord of The Rings, mounted on an
appropriately sized gaming base.

Models must be single foot figures — no mounted models or
groups/teams. The judges will be looking for well-painted and well-
presented models. Paint schemes should demanstrate originality,
imagination and consistency with the spirit of the game worlds.
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THE OPEN COMPETITION 2003

As always, the Open competition is your opportunity to let your

imagination run riot! Anything goes! Your entry could be a single model,

a sweeping diorama or whatever takes your fancy. Please note
that unlike in previous years we will not accept
artefacts into this category. Golden Demon is
a miniature painting competition and we

would like your entries to reflect that.

Entries should be no larger than 60cm by
60cm.

We are looking for well-painted and
brilliantly executed models that really capture
the essence of our fictional worlds, but also
the spirit of what fantasy and science fiction
modelling can be at its best.

This is one of the hardest competitions
to win, not least because we encourage
Games Workshop employees to enter.
Our staff are not permitted to enter any
other categories, so this is their one
chance for glory in the Golden Demon
competition.

1. Make a separate copy of the entry form shown here for each
one of your entries. You can photocopy this form as many
times as required. Remember to fill out a different form for
each entry.

2. Decide which category you want the entry to be entered into
and mark it on the form — put the name of the category and the
number of the category in the space labelled.

NEW PRIZES

Last year we included two new
prizes for the first time. As they
were well received we'll be
including them in all future Golden
Demon competitions. You cannot
enter models for these prizes —
they are awarded by the judges to
the best models entered across all
the categories.

FORGE WORLD BEST IN SHOW
This prize is awarded tc the best
Forge World model in any Golden
Demon category.

FANATIC MORNING STAR

This prize is awarded to the best
model from any of the Specialist
Games Ranges entered in any
Golden Demon category. Models
from the Blood Bowl, Mordheim,
Epic, Warmaster, Battlefleet Gothic,
Necromunda and Inquisitor ranges
are all eligible for this prize.

HOW TO ENTER

3. Fill in the rest of the form in BLOCK CAPITALS.

4. Bring all of these forms with you when you register the
models on the day of the competition. Note: we will not accept
any entries without these forms, so don't forget them!

Address:

ma E omomoEoEoEoEoEoEoEw
......................................

Description of entry: ... .. —

FOR OFFICIAL USE ONLY:

Category Number

Category Name & Number: .................

For official use only

Entry
Number .

OFFICIAL ENTRY FORM

IMPORTANT: Please fill in a
separate entry form for each entry!
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The Games Workshop hobby takes many
forms — playing great gumes of Warhammer,
Warhammer 40,000, The Lord of The Rings or
one of our other games systems, converiing
and painting miniatures or collecting and
refining a powerful army.

Your local UK Games Workshop hobby
cenire is the perfect place

to try all these things, as well as gefting
expert advice from our staff. Here’s a look

WHAT’S
IN STORE
FOR YOU?

at all the different services your local
centre can offer you...

A Games Workshop hobby centre is more than just a shop...

FREE GAMING AND TACTICS ADVICE

Al qur stalf aro gaming vetsrans (atter all 's what they do for a livingl) They can give you sound
tectical advice, help you build battle-winning ammies and ciear up mos! of your rules queries.

FREE PAINTING AND MODELLING ADVICE

No marer what your level of painting or modefng skill, il you spend 30 minutes with one of our
mambers of siall you will see those skills improved and might find out somelhing you never knes!

s R | WARS

E—p—————

0 v
FULL RANGE OF PRODUCTS

Al aur centres stock a full rante of Warhammer 40,000, Warhammar and The Lord of The Rings
games and modals as well a5 all the hobby materials you need lo collect, build and paint your amies.

IN-STORE ORDER POINT

Al of our stores are filled with an in-slore order point which you can use lo get your hands
on all of our Specialist Games products, plus many components and classic modals with
which to customise your armies.

VETERANS

tiany Games Workshop hobby centres run evenings (usually Tuesdays and Thursdays)
for vateran gamers. They ara aimed at older gamers wilh plenty of experience on the
battlefield. You can share ideas about all aspects of your hobby, play gamas agamsl
equally experienced apponents, and also play Games B’s more i

gaming systems well into the evening. eld, GW Mai GW Mi

BEGINNERS

Our special Beginners' programme teaches you how to play and helps you take your first
sleps into lhe Games Workshop habby. The programme runs throughout Sundays, so
whether yau want to learn how to charge your Knights into your apponent’s battia line ar
lead & squad of Space Marines into battle, all you need (o do is come along!

HOBBY ACTIVITIES

Games Workshop hobby centres provide support and expert advice on all asgeols of
the hobby. They fealure team participation battles for you to take part in, painting
wiorkshops to davelap your painting skills, and a ferum for gamers te talk about the
hebby. On Sunday evenings many stores run specific activities for those who have
gradualed from the Beginners' Programme.

HOBBY CENTRE GAMING ROOMS

A growing number of our hobby centres naw hava additianal space to the narmal shop floor in the shage of Gaming Reoms, This makes it perfect for mesting fellow hobbyists and
arranging larger games, playing campaigns or just painting and modalling. On Monday to Friday thase raems are reserved for velerans over the age of 16 but the weekend is free for all
veleran gamers and those who have been thivugh the Beginners’ programme. Thes centres are marked by a crose. Give them  ring to find out what's going on and to aveid

The fallowing Gamas Workshops all have Gaming Roome: GW Aberdean, GW Bromiey, GW Burlon, GW Garlisle, GW Chester, GW Exatar, GW Ipswich, GW

GAMES WO

Games Workshop products are sold by a large number of shops spread
throughout the UK. What follows below is a complete listing of all the stores
that sell Games Workshop products. Alternatively, you can find a list of all our
retail outlets on our website at: www.games-workshop. co.uk

We also have Games Workshop hobby centres in 16 different countries across

the world (and independent stockists in even more). Call 0115 971 40000 to find
out where they are. Most Games Workshop stores are open seven days a

106 WHAT’S IN STORE FOR YOU?

1, GW . GW Newport, GW Poole, GW Shresbury, GW Uxbridge, GW Warcester,

JCTT=]? HOBBY CENTRES & INDEPENDENT STOCKISTS

week and open late for gaming evenings, but please contact your local store
for more details. Stores highlighted in yellow indicate new stores.

Just to be sure they will have exactly what you want in stock, we recommend
you give them a quick phone call before visiting. If you're still unsure as to where
your nearest stockist is located, why not give us a call on 0115 916 8200.

Hobby centres marked with a cross (x) have Gaming Room facilities.
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a Wige Sweai. Tek 07 3t

GW PETERBOROUGH:
Wertworth St H

EJ.IY, cny ty:le Centre:

HUNTINGDON, ’Spurls & Fashions:
i 01

PETERGOROUGH,

D?Y“o‘r?l ‘prf‘ H.nhhms.-

SAWSTON, The Toy & Madel Centre:

ﬁAWS‘;’ON, '!cyl.f; Plus:

ST N-;n'rs, Westgate Depariment Store:

TEVERSHAM, invocation Ltd:
e P

WISBECH, Westgate Department Store:

CHESHIRE
GW ALTRINCHAM:
Unid 1, 17 Geation Street, Taf: 0161 4
GW CHESTER:
GW MACCLESFIELD:
GW STOCKPORT:

gt 1161 474 1427
CONGI.ETDN Deans Tnys & Cycles:
CREWE, ABC Models Sport:
NANTWICH, Funfayre LD:
Tok: 03270 @A

NOI'!'I’H\N'ICH Level 1:

NORTHWICH The Model Shop:
RUNCORN Hulron Daemons:
F 01928 71528

STDCKPDRT Gcsllngs Toymaster:

WIDNES, R G Marsh Ltd/ Widnes:

CLEVELAND
X GW MIDDLESBRDUGH-

HARTI.EPOOI. Wastgnle nepunmem Store:

HARTLEPOOL, Hlusions:

CORNWALL
GW TRURO:

BODMIN Bricknells:
FALMOUTH Wonderlnnd Falmouth:

i sty

HAYLE, Bleweits of Hayle:

HELSTON, Eddy & Son:
Yor. 0§ 7

NEWQUAY, Planet Hobbywood:
) GIAAT BS 1

5T AUSTELL, Mad for Miniatures:

COUNTY DURHAM
GW DARLINGTON:
BISHOP Aucxunn Windsock Models

CONSETT Kwikpun:

DARL!NGTDN I.nmh'

TEESDALE, Tuy Shop.
CUMBRIA
GW CARLISLE:

x

e, Tal: 01228 56

BARROW»JN FURNESS, Heaths:
fiefz 00 i

BOWNESS -ON-WINDERMERE,
Ernes" Alkins.o/n & Sons:
BRAA:!PTDN, .Ihe Caord Centre:
COCKERMOUTH, The Toy Shop:

COCKERMOUTH, Playtimes:
KENDAL, North West Warriors:
KENDAL, O’loughlins’s

Tei 0153

KESWICK, J B Dixon Limited:

8 TiE a1

PENRITH, Harpers Cycles:
Teb GITES B4
'WHITEHAVEN, Robinson’s Model Shop:

WORKINGTON, KSA Models ond Hobbies:

WORKINGTON, Toymaster:

DERBYSHIRE
GW DERBY:
BELPER, Frearsons:

BURI’DN DN TRENT, Toymaster Kingdom:

BUXTON DB(E Knowles & Sons:
0 .

CHESTERFIELD, Cooperafive Society:

CHESTERFIELD, Speeding Bullet:

DERBY, Tuymnsoer Klngdum:

ILKESTON Ilkeslon Co-np.

MATI.DCK Shawes iTo:

SWADLINCOTE, Slipstream Models:

DEVON
X GW EXETER:
el Str ol 01360

GW PLYMOU!'H

oW TORQUAY‘

12 hiae Tod: GTEC ¥

3ARNS!APLE The Bunlezﬂna‘

BIDEFORD, Bldelord Toys:
Tod: 12
BOSCOMBE, Marcelle Toymaster:

T 0202 ¥
BRIDGEND, Pumphernnim:
DARTMOU'TH WG Pillar & Co:

EXETER, PJ Hnwklns and Sons:

EJ(MOU'I'H, Gamezone Models:

HONITON, Honiton Toy Shop:
1404 43741

KINGSBRIDGE, The Trading Post:
i 04 23
NEWTDN ABBOT Austins:

PAIGN‘I'ON The Model Shop:

PLYMOUTH, Mndel Shop:
i 861

TAVI STOCK Kale Idnscope.

TEIGNMOUTH Jackmans Toyhox:

|1

TIVERTON, ngs N Wheels:

TOTN ES, Kaboom:

TORRINGTON, Angling Pastimes:

DORSET
GW BOURNEMOUTH:
X GW POOLE:
Uit 12 Tongale Cantra. Tel G y 6
BOURNEMOUTH, Battle-Scar:
BOURNEMOUTH, Marcello Toys:
101 050
BOyREMOOTY, Roberts Toys & Games:

BRIDPORY, Frosts Toymaster:
GILLINGHAM, Mervyn s Toys & Models:
§ 01747 o5

SHAFTSBURY, Hardings:
Tab O i

SHAFTSBUR‘\’, Howards;
SHERBORNE Pursuits:
FE NER

SWANAGE l.ennurds

'WEYMOUTH, Razzamataz:
Tul 01305 769601
ESSEX
GW CHELMSFORD:

i A ¢
GW COLCHESTER:

1 W eot. Te 7
GW SOUTHEND:

GW THURROCK:
Unid 4168, L ovel 3.4

BRENTWOOD, B&M Cycles:
Vo 1277 2148

CLACTON ON SEA,
Clacton Art & Craft Centre:

COLCHESTER, Toymaster Kingdom:

HARI.OW Marquee Models:
LEIGH-ON-5EA, Caliver Books:
1702 47396

MALDON Cnlm Bliss Models:
IUWLEIGH Toys N Tuck:

SAFFRON WﬂLDEN, Game On:

SOUTHEND-ON-5EA,
Toymaster Kingdom: 71 15z i

GLOUCESTERSHIRE
GW CHELTENHAM:
16 Péteite Stroet 1of 017
GW GLOUCESTER:

e Sii §a s

BOURTON ON THE WATER,
BourInn Model Rcu[wny-

STROUD, Alan ‘l‘ynda{l:

Tet: 03453 F6%

STROUD, Antlcs:
sTROUD, Cyberdyne.

SIRDI.ID Pslsuﬂ Games:

TEWKESBURY, Toy Zone:

HAMPSHIRE
GW BASINGSTOKE:
GwW Pommoum-
GW SOUTHAMPTON:

ow wmcHsera

ALBFRSHOT, The Game Shop

ALTON, Alton Model Centre:

ANDOVER, Hoqgosuurus Toystore:
P

BASINGSTOKE, Ottokers:
i 01256 460848

FAREHAM, Fareham Toys and Hobhies:
1323 TRIES
FARNEORDUGH. Darkstar:

FLEET, Fleet Toys:

GOSPORT, Cornucopia:
NEW MILTON, Toys of New Milton:
PETERSFIELD, Folly Models:

X 267

FETEI!.SFIELD Fun for All:
1

PDH‘I’CHESTER Wicor Models:

rIaI.N;awoon, Toys of Ringwoad:

Tl G1425 479444

ROMSEY, Roundabouts

séu‘l:n;ssn, S;u‘.lthsea Models:
o708

WATE!RLOOV]LLE, Paul’s Hobby Shop:
k1705

HEREFORDSHIRE

HEREFORD, Herehr& Model Shop:

LEOMINSTER Murﬂn s Models & Crafis:

ROSS ON W\'E Llﬂle & Hall:

HER'I'FORDSHIRE
ew HEMEL HEMPSTEAD:

GW ST ALBANS‘

5 U177 851 19

BARNEI' Murrny & Brand:

BERKHAMSTED Hamlins:

BISHOP’S STORTFORD, Boardmans:
I 01279 854 033

CHORLE\'WDDD Chorleywood Models:

H.ARPENDEN Feli:lmiwns.
HA‘I:FIELD Mr Games:
HERTFORD, Mnrquee Models:
HIICHiN Mumly Models:

I.ETCHWDRTH, Comics Unlimited:
Tol - AR0UT

ROYSTON, Toyshop:

Tak: (1763 24:

STEVENAGE, KS Models:

WELWYN GARDEN CITY, Toys Tays Toys:

ISLE OF MAN
DOUGLAS, Jas Distribution:

RAMSEY, Mod!l World:
nt; 1624

ISLE OF WIGHT

NEWPORT toy & Models:

NEWPORT w|gh| World of Wargomes:
nqu, The Spuﬂs & Model Shop:
CR 454

RYDE, Fun, Fact and Fantasy:

Tor ¢ S

SANDOWN, Toymaster:
i Fi ()

SHANKLIN, Toymaster:

GW CANTERBURY:

Sl 5. lion Bar Laowe, Teb G122

GW MAIDSTONE:

GW TUNBRIDGE WELLS:
ih  Siresy Teb (182 525 783

ASHI FORD, Om:kersz

ASHFORD ez Cnmpums Ltd:

t 01253

BEXLEY HEATH, Kit Krazy:
Tal: G208 208 717

BROADSTAIRS, Time & Space:
cRANBRDOK Whites:
no\‘rerzl, Turners Models:

1304
GRAVE?SEND, T_he Stamp Centre:
M;\RGATE faymusler Kingdom:
Toi 9
nocussmz Miniature World:

SEVENDAKS JH Lorimer:

S EIVENDAKS,_ Manklows;
;ITI'ING‘BO’URN’E, AJ Blundell & Son:
Tol: D179 \

TONBRIDGE Kids Stuff:

Toi 0173

I.ANCASHIRE
GW BLACKPOOL:
8 Bitoy Sv o |
GW BOLTON:

GW PRESTON.
5 Wit A Tob 01772 827 8

www.games-workshop.co.uk
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ACCRINGTON, Twin Suns:
ASHTON UNDER LYNE, Byte Size:
Bméxauﬁn, Mercer & Sons:
BLACKPOOL, ‘I‘cymmsler:

BOLTON, Groens Toymaster:
BOLTON, Toymaster:

BOLTON, Whitaker’s Toymaosters:
BURNLEY, Arthur Benn:

BURY, Toymaster:

cufnm.:v A‘& B Games:

CHORLEY, Hampsons Toys & Nursery World:
cumslnos_, Cowgills of Clitheroe LTD:
KmKI:-IAM, RK Boyes:

LANC‘ASTER. Lawsons Toymaster:
LANCASTER, Micro Markets:

LEIGH, Starktawn Limited:

LEIGH, Toymas'er.

MORECAMBE, Richard Lancaster:
OLOHAM, Otakers:

pgssmu, Toymaster:

ROCHDALE, Microshack:

ROSSENDALE, Rossendale Models:

THORNTON-CLEVELYS, Toy2save Collectables:

WIGAN, Sophies:
WIGAN, Wigan Model Centre:

LEICESTERSHIRE
GW LEICESTER:

GW LOUGHBOROUGH:

0
ASHB‘( DE-| I.A ZOUCH, Steve’s Models:
COALVII.LE, Geoffs Toys:

ilio Model Spot:

HINCKLEY, Pun

LOUGHBOROUGH, Geoffs Toys:

LINCOLNSHIRE AREA
GW GRIMSBY:

GV; LlNEcLN: 7 ‘ S
BOURNE. GT Collectable Cards:
GAINSBOROUGH, Toymaster:
GRANTHAM, Arbon & Watts:
GRANTHAM, Access Modals:
LOUTH, Castaline:
MABLETHORPE, Beles Toymaster:
QUADRING, MS Sturgess:
sﬁuumonpe, Shermans Model Shop:
SCUN_'i'HDRPE, Toymaster:
scuumon.ps, Westgate Department Store:
SKEG‘NESS, The Model Shop:
SPALDING, Mason's Madels:

iis ?
SPALDING, Westgates Department Store:
STAMFORI;I, Hawleys:

MANCHESTER AREA
GW MANCHESTER {:em‘rﬂ!);

LEIGH, Toymaster: EREAE
MANCHESTER Woaterstones:

WARRINGTON,
Steve Webb Models & Hobbies:

MERSEYSIDE AREA
GW LIVERPOOL:

GW SOUTHPORT:
' Piac

GW WARRINGTON

WALI.ASI?I‘ Fireslde Miniatures:

WIREAL RS Mndels

MIDDLESEX
ENFIELD, Jennings Stores:

108 WHAT’S IN STORE FOR YOU?

®

UXBRIDGE, A Bovill Wright:
NORFOLK
GW NORWICH:
CROMER, Medland 1on5=

7
DISS, Toymaster:
EAST DEREHAM, Youngsters World:
GORLESTDN Toymestar:
Hou, Swrlmgs-!oymaster:
Hl..INST:r-‘\NTDN., Hunstanton Models:
IPSWI;':H ; Tnymuslgr Kingdom:
KINGS LYNN, Weslgu'e Department Store:
KINGS LYNN, Empire:
NORWICH, Kerrisons:
NOEWI;‘H,‘ Oliver’s Toys:
NORTH WALSHAM, Binckfish Games:
SHE‘RtNGI—VmM, Starlings-Toymaster:
WYMONDHAM, The Toy Loft:

WROXHAM, Point House Toyshop:

NORTHAMPTONSHIRE
GW NORTHAMPTON:

CORBY, Wesigate Department Store:
KETTERING, Toymaster Kingdom:

KETTERING,

Green Angel Cards & Games:
NORTHAMPTON, Toymaster:
RUSHDEN, Osbaorne Sporls & Toys:

WELLINGBOROUGH, Software Seller:

NORTHUMBERLAND

ALNWICK, Woodys Computer and Video Game:

AMBLE, Gremlynz Imports:
HEXHAM, Fairplay:
HEXHAM, Robbs Department Stare;

MORPETH, TG Allan;

NOTTINGHAMSHIRE
GW NOTTINGHAM ﬂ{enlru[)

GW WARHAMMER WDRLD'
MANSFIELD, nr_idge Street Mnldel Shop:
NEW};\RK Accoss Models:
NEWARK, Toymusfer‘
NOTTINGHAM, Shawes:

> :
RETFORD, Toymaster:
ﬁmnnn, P;Jzzles Plus:
w-oowumusu, Regency Printers:

'WORKSOF, Tbymuster

WORKSOF, Model Base:

OXFORDSHIRE
GW OXFORD:

ABINGDON‘, .Jusl Toys:

BANBURY, Trinder Bros:

BICESTER. Dentons:

CARTERTDN Giles Sports:

COWLEY, Dentons:

DIDCOT, Dentons;

OXFORD Boswells Taymaster:
THAME Pled Pedullel"
WALLINGFORD, Pettits of Wallingford:
WANTAGE, Swampy’s:

WITNEY, Dentons:

SHROPSHIRE
Gw SHREWSBURY:

BRIDGENDRTH Huhhy Horse:

NEWPORT, Model Mania:

DSWESTR\’ Funfnyre‘

SHREWSBURY, Funluyre.

TELFORD, Sunda Games:

TELFC_)RD. Questing Knight Games:
SOMERSET

GV\.I BATH:

BF{IDI.SEWATER, Gﬂmles Mart:
AURNHAM ‘.)N SEA, GW Hurley:
FROME, The Ellenbray Press:

CHARD, Fiur‘n;s Wizard:
GI.ASTQNBI.JRY, Pedalers:

MINEHE.AD, Minehead Toys & Medels:
TAUN;ON, Krn?kerst

WELLS Wells Models:

WESTON SI.IPER -MARE, Gritfins Gamaes:
WESTON SUFERLMARE, 1 Toys:

YEQVIL, Yeovil Collectors Centre:

STAFFORDSHIRE
GW BURTON ON TRENT:
i A on S

GW STOKE:

BURTON ON TRENT, sp.m Games:

BURTON ON TRENT, Toymaster Kingdom:

COCKERMOUTH, The Toy Shop:

NEWCASTLE UNDER LYME, Sundowner Madels:

mmplonn. JW\Bugnnll:

SFAFFORD Too Fat Goblinz:

STOKE ON TRENT, Alsager Toys & Models:
TAMWORTH, The Ol Bell

TAMWORTH, Geoff‘s Toys:

UTTOXETER, The Toybox:

SUFFOLK
GW IPSWICH:

Bsccllss Toy Box:

BURY ST. EDMUNDS, Model Junction:
BURY ST. EDMUNDS, Toymaster Kingdom:
FELIXSTOWE, wizards Taxis:
HALESWORTH, Haleswrth Toy Shop:
ansnu}tt, Baby Connexion:

Tel! § 1140 TOB2

|F.5WICH, Toy worlﬂ Ipswich:
Lows_sTOFT; Toymaster Kingdom:
NEWMARKET Moans Toyland:
STOWMARKET, 5lmpsnn & Sons:
SUDBURY, Tnymnster Kingdom:

SUDBURY, Toy Connexion:

WOODBRIDGE, Taytown:

SURREY
GW GUILDFORD;

GW WO{;ING: ) ' h
CA;MB.ERLEY Mornings!ar.
COULSDEN, Tnylars Toys and Sports:
DORKING, Darking Madels:

i B4

EPSOM, Onakers:

EPSOM, Musler‘s. of Epsom:
FARNHAM, Flph;iks:

REDHJLL‘, ‘Gnmers Guild:

REIGATE, The Toy Shap:

WAI.:I':DN ON THAMES, Naseermn:

WALTON ON THAMES, Treehouse Toys;

SUSSEX AREA
GW BRIGHTON:

GW CRAWLEY:

GW EASTBOURNE:
%EXHILI. ‘ON SEA, Matek Models ‘und Hobbies:
BOGI_\!?N REGIS, Trains Models and Hobbies:
él..lRGESS Hll;l,, AKid's Stuff:

CARFAX, Goodacres Toymaster;

C‘P-;ICI‘-IESTER Chichester Toys:

HASI’INGS Jude Martial Arrs;

HAYWERDS HEATH, Heath Models & Toys:
HORSHAM, Gentle Gallery:

HORSHAM, OMtakers:

LEWES, The Hobby Shop:

STEYNING, é;n'le Gallery:

UCKFIELD, Kid's Stuff;

WORTHING, KC’s Games Shop:

TYNE AND WEAR AREA
GW NEWCASTLE (Central):

GW METRO (METRO CENTRE):

METRO C_ENTRE,. Gateshead, Toymaster:
NORTH SHIELD#, SR Gladstone & Son:
squfu SHIELDS, Conts Madels:
SUNDERLAND, s;gkayel,-

SUNbanND,_ The Toy & Computer Shop:
SUNDERLAND, Joplings:

WASHINGTON, Toymaster:

WARWICKSHIRE
GW COVENTRY:

éw‘hsA;\liNG?lﬂ‘N 5PA:

BE.DWORT.H, Railway & Medell‘er! Junction:
KEN‘I!.WORI:.H,. Abacraft Arts & Pictures;
WARMINSTER, Raw Models:

Tob (1365 Ti514

LEAMINGTON SIFA, Trinders Toy Town Lid:
RUGEY, Joto Railways & Models:
STOCKINGFORD, Whittleford Post OHice:
WILTSHIRE
GW SALISBURY*.
GW S‘WIN‘DDN:
JSEVIZES, Hoggosnuruls 'I';ystnre:
T 0iIRC T t
MARLBOROUGH, H Duck:
MELK‘SHAM. T|.|e Toyshop:
sw;vgo;m, sPQ On Madels:
'WARMINSTER, .l';aw Models:

WARMINSTER, Tymeagain Lid:

WORCESTERSHIRE
GW WORCESTER:

1o
BROMSGROVE, Kids Cottage:
Br;nnfwlcn, Toyworld:

fvzsr.gl,nm, Battle Honours UK:
nsnnr'rcnll. Hoggosaurus Toy Stars:
STl()URPDR'I' ON SEVERN, TP Activity Tays:

WORCESTER, Electronic Dungeon:

YORKSHIRE
GW BRADFORD:

GW DONCASTER

ow HARROGATE

GW HULL:

GW LEEDS (central):
21 R { i

GW LEEDS (WHITE ROSE):
Lo 3 F .

GW SHEFFIELD (central):

GW SHEFFIELD
(MEADOWMALL CENTRE):



GW YORK:
13A Levt
BARNSLEY, Kitcraft:

annmnn. Toymester

BRIDtiNGTDN Crcppers

II-IA;LIFAX, Halifax Modellers World:
HALI}.'AX. Mogazine World:

HALIFAX, 'roym-;srer:

HARR;’GATE, Toymaster:

uuune}asmln, Collectamania:
HUDI;ERSF IELD, Toymaster:
HGDDERSF!ELD, Somathing Wicked:
QUE!., Moyfoir Toymaster:

||.;(st, Wargames World:

KE‘IGHLEI’, 'I:oymuster:

LEEDS, The I-lnls‘bilz

LEEDS, Tcyworld

LEEDS, Royal Armouries Mussum:
NORTHALLERTON, T & FM Grover Ltd:
on.ev, Toymaster:

POCKLINGTON, Chyldes Play:
RICHMOND, Anymmg Goes:
sq,qkaoaouc;u, Maison Militaire:
s;cn_u;aonousu, Space, Myth and Magic:
snsrlnsm. Atkins Toymaster:

SHEF;’IELD Toymaslew

) sk

;]';EFFELD, Wa.rgmnes Emporium:
WAKEFIELD, Mn;lel & Craft Centre:
WHITBY, John Anderson - Toymaster:

LONDON
GW BRENT CROSS:

GW BROMLEY:

Lindt 24, 10 BAsK, Bre 1
GW CROYDON:
1

GW ENFIELD:

GW HAMMERSMITH:

GW HARROW:

GW KENSINGTON:

7 701t

oW K!NGSTDN ON THAMES

Gw LONDDN (OXFDRD S?)

GW RICHMOND:

GW ROMFORD:

GW STAINES:

GW SUTTON:

W UXERIDGE:
slw wm-m;m:
U Q, 1A Gy
sucxugnrn, 20d Impressions:
CHINGFORD, R;ssis of Londan:

sburke ]

CLAPHAM JUNCTION, Toystop:
I:JULW.ICH, The Art Stationers:
EASI’S‘HEEN, Toystop:

ELTHAM. Eitham Models:

FINCHLEY, Leisure Games:

FULHAM, Putri:lfs Toys:

l‘IAMPETEAII‘:l, Happy Returns:
ISLINGTON, Frederick Beck:
KNIGHTSERIDGE, Harrads:

r;o"rn.NG HILL, Barnetts Novelty House:

PUTNEY, Toy Shop:
i 2

RUISLIB, John Sonders:

WALTHAMSTOW, Ottakers:
WIMBLEDON, Elys:

WOOD GREEN SHOPPING CENTRE,
WALES

GW CARDIFF;

GW NEWPGRT

GW SWANSEA:

ABERGAVENNY, Richards of Aberguvenny.

RYSTWYTH, Albatross:
BANGOR, ACME Computers:

BRECON, I Clark Toys & Gifts:

BRIDGE‘h‘ID. Nolton Toys & Hobbies:
CARDIFF, Dice and Disc, Computer and Video
Vision

CARMARTHEN, Good News:

Eumnﬁ:ﬁ, Hardings:

cuzpsmu;, Arists Comers

D‘fFED, Clu;’T:g‘Tnys:

HAVERFORDWEST, Merlin Modals:
LAMPETER, Lt;nmxs

LLANDUDNO, Dibs Toymaster:

LLANTWIT MAJOR, Rainbow Plaza:
vlvewmm Bu‘me On:

PEMBROKE, Dragnn Alley:

RHYL, l..gmfom Models & Toys:

SWANSEA, Camix Shoppe:

‘WREXHAM, Brite ldeas:

SCOTLAND

‘GW ABERDEEN:

GW AYR:
GW BRAEHEAD:
GW DUNDEE:

GW EDINHURGH.

GW EAST XILBR!BE.

GW FALKIRK:
W GLASGOV;!:

R o

ABERDEENSHIRE, Buchan Collectibles:
ABERDEENSHIRE, Toyworld

ANGUS, Gardinars:

APIIG‘US,“J Y\.;Ie & Sonst

DI.NG’\.NA‘LL, S;jorls and Model Shopt
Tai atana

EDINBURGH, Marionville Models:
i 1F?

ELGIN, Junner's Toymaster:

FIFE (CUPAR), The Nappy Pi
FORT W‘ILI‘IAM, The Granite House:
GALASHIELS, Books Plus:
GLASGO\&". 5!a|ic Games:
GLASGOW Toys Extra:
HADDINGTON, Cyr.le Services:
INVERNESS, Junners Toymaster:
KINCA.RDINE, Bt;sn:hury Toy & Gift shop:
KINROSS, The Hope Chest:
KIRKCI;IDBRIGHY, SW Computers:
KIRKCALDY, The Hope Chest:
KIR.KM'IALL, G;nrge Leonard & Co:
m:.n.u;i BER\;\I:HI:K, Laws Cycles:
QRKNEY, Mclennan-Teymaster:

1o & 377 TRE
PETERHEAD, George Donald:
!“-};FTL..A‘ND,‘ Harrys Dept Store:
ST.IRLING', Do It @ Your Leisurer

THURSO, J Allan:

WEST LOTHIAN, Toy Works:

CHANNEL ISLANDS
JERSEY, ST. HELIER, The Little Shop:

GUERNSEY, 5T, PETERS PORT,

Creasys Toymaster: &
GUERNSEY, ST. PETERS PORT, Carousel:

NORTHERN IRELAND
GW BELFAST:
€O. ANTRIM, Modelmaniat

Cl’J‘. ANTRIM, Camerons:

co. ANTRI.M, Camerons:

: Tas IDAABHDT

€O. ANTRIM, World of Wonder:

Eo. AR‘MAGH D. Jofters:

€O. DOWN, Replay Games:

£O BOWH, S Miller & Sons Ltd:
co. uowm, Stewart Miller & Sons Lid:
co. FERM;I\NAGH, MDd?"Ers Corner:

€O. TYRONE, Whites Toymaster:

PORTADOWN, D Jeffers:
EIRE
GW BLANCHARDSTOWN:

GW DUBLING

CO. CLARE, ‘\;Uu.rld of Wonder:

CORK, World of Wonder:

Tol, 631 2

€0. CORK, Coughlan Educational Supplies:
€O. CORK, Mary’s Toymaster:

€O. CORK, Murphy's World of Wonder:
€0, CORK, Mur!:.h.y‘s World of Wonder:

€O. CORK, World of Wonder:
Toi

€0 CORK, Nuddy's Toymaster:
CO CDRK Oﬂler Reulrﬂs

€O. DUBLIN, Banba Tuyl'muler
et
co. DUBLIN, Nimble Fingers:
(L " i 1
€O. DUBLIN 1, Banba Toymaster:
co. DUBI.IN‘J, Furlongs Taymaster:

€O. DUBLIN 5, Toymaster:

CO, GALWAY, Gamers Realm:

co. C;ALV{A‘!, I's Mag
co. KERI‘{\.‘, Killume); Model Railway:

co. K‘ILDARE‘ World ui Wonder:

€O. KILKENNY, Michael Crotty Yoymaster:
<o. ].IMERICK The Buthenng,

€0. LOUTH, Pick & Save:

co MAYO, Warld of Wonder:

€O, OFFALY, Robbins:

co. ;r;PP.EaAﬁ\;, Hugm;'s Toymaster:

co. W:ATERFORI;.

Murphy Toy and Cycle Specialists:

Dt g LA 341

€O. WATERFORD, The Hobhy Shops

CO. WATERFORD, Fitzmavrice Toymaster:

€O. WESTMEATH, Toy City:
i 9851

CO. WEXFORD, Play & Learn:
CO. WICKLOW, ER Harris & Sons:

€O. WICKLOW, Hopkins:

INTERNATIONAL ACCOUNTS

SOUTH AFRICA
CAPETOWN, The Boys and Mens Hobby Shop:

CAPETOWN, Wizards Warehouse:
Yol 021 A
LINMEYER, Dragons Den:

¥ > DA% 824 4114
PRETORIA, The Smelly Troll:

ol 00T ;

JOHANMESBURG, Esswex Retail:

JC“ wizurd.i

D'UR BA.N Wizﬂ rds Warahouse'

DURBAN, Durban North,
The Hobby Specialists:

PORT ELIZABETH, Wizards Warehouse:

MALTA
FORBIDDEN POWER: 83 Trig Misrah [l-Barrieri,

K HOBBIES LTD: Hump&sth Ruud,

MSIDA; University of Malta,
Tei: OX/38¢
GIBRALTER
BON-MAU HOBBIES:
ol e
UNITED ARAB EMIRATES
FANTASY GAMES TRADING:

GREECE
ATHENS, Action Hobbies:

ATHENS, Fantasy Shop,
ATHENS Funlnsy Shop

ATHENS, anl:lsy Shnp‘
ATHENS, Famnsy Shup.

AI'HENS Fun'usy Shop

ATHENS Kaissa Amnmusmu'

ATHENS Kuissn Chess & Games:

ATHENS, Koissa Glyfndcls

ATHENS, K ssa Hnlﬂndrlﬂu:

ATHENS Kaissa ManukErnsA

ATHENS Kmssa Pngrn'«uw

ATHENS, Kaissa Peiraia:
By i
ATHENS, Kalssa Pigasos:

CRETE, Fontusy Shoe:

CRETE, Kulssu Hnmn

HALKlDA, <D Corner:
LAI‘!IISA-S, K‘.uiss‘n Larisas:
e e
TF-]IESSALCIJN]KI, Fu‘nlusy Shop:
vomé, Fantasy Shop:

TURKEY
ISTANBUIL, Sihir:

DENMARK
GW K@BENHAVN:
AALBORG, Aalborg Hobby Service:

MLBGRG, Bog & idé Aalbarg, Nytorv:
i R RGO, Tel BE 1) 86 13

MLBORG ‘Guns n' Games:

AALBORG Samson Bng & idé Aulburg
AALHQRG, Veigaard Bog & idé:
AALAORG SV, £8 Games:

Anuus c §B Gnmes
RARS, ng og sager:

000, Tl
ABENRA mgekmd:n

ALBERTSLUND Albenslund Bug & idé:

AALBDRG a&o Buger Alhorg'
AALBDRG c B Gnmes,
e

ALLERSD, Beg & fde:

Annus €, a.,g & ma
' “iamens T 100, Tei M
Anuus c. EB Gumes,

ARHus < E8 Games.

ARHUS c, Drm:uﬂs Lair:

ARHus €, Hobby Hnuse'

Anuus < Sneml A. Lurs;n Bag & idé:

ASNES, Bug & 1de:

3ALLERLIP EB Gcm=s<

et

BILLUND, Nl:ellne
1

BJEKRINGBRD Eug & Idé<
EmAND EB GGME§'

BRBNDERS!.EV. Bug & ndc

anansn;w Churlunes Legew..

CHARLO'TENI.UND, Bog & Ide:

ESBJERG, B.O Beger:

www.games-workshop.co.uk
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ESBJERG Junkers Buni(er

751811
ESPERGJ&RDE Ba.o Bnger Espergaerda-
ESPERGARDE, Legekaeuen

Tob 45032011
FABORG Onkel Kai Leuekazden.

FAKSE, Fokse Bng & idé:

FARI.IM Bug & Ide.

FREDERIKSBERG EB Bclme!’
Falh §03, 2000, Tob 3530

FREDERIKSBERG, EB Games:

FREDERIKSHAVN, Frederikshavn Bog & idé:

AVN, Rcses b
i 4, " 1uaazt

FREDE!IKSSUND Onkel Bu:h

PREDERIKSS ND Rb.!es Bug &l e.

FQEDERIKSVERK. Huhby & I.ege'ni:

GII.I.ELEJE Lillys Loge
GRENA, Bng & Ide !
;

GREVE, B.O Boger:

R wetaies, 2670, 7 O
HADERELEV, Legekaeden.
HﬂDS‘lEN JN Cemer .

HELSINGE Szhwunz Bog & i l &

HEI.SINGﬁR, B RO Bngen
Flistts 7, 5000, Tet 4

HELSINBQR, Hohby & Friti

HERLEV Bbg & idé Harlev

Hmume B8O Bnger Herning:
HII.I.ERBD Legekmdew
HILLERQD tille Evenn«rlund'
HJBRRING: Bog & idé Hiorring:
mesar‘ame‘ Rossels Bugl;und§l:
HDLBJEK, Seppels legetsl: "

HOLBEK Sturkf

ff Bug 5- uie.
G4

HOLBEK WuIH Bager & Pn

HOLSTEBRD, I.egek&_den:
HORSENS, Bog & idé Horsens: '«
Yot 2561 17 11

HDRSENS, Lagek&dem

HQHSHDLM Bog & ]d

HI.IMI.EBEK, Redns’

HVIDOVRE Frmedens Bog a. Ir.lé ApS'

KBH $, EB Games:
i cheen AR 1

KBH V, EB Games:
KBH V, EB Games:
Njgady 3, 1184, Ta
KGS 1, BB Games:
Fasgiee 30, ¢ e

00, Tal O

KJELLERUP, Legehussr
e 5 i

KBB‘EN‘HAVN S}eenhzrgs qu & idé Aps:

maémlunvu K, Furuus C;qurﬁ-r

K@BENHAVN |< Fantask: '

b e

msENHAVN K aug & Ide.

KBBENHAVN NV Aren i

KOBE HAVN NV. Beg & idé:
1o Bpcas jieen 2, 2400, Ter 3685 4541
KOBENHAVN s, Mudgnrd Distri

KﬂBENHAVN S, Amuger Bug & de AfS:
=

KBGE nge Bog & Idé‘

KDLDING EB Gumes

KOI’.DING B & o Bﬂger Koldlng'

KGLDB\!G GK Legem

KOI.DING Munk Bng & .da Koldlng'

I.EMVIG Legekneda

"
L‘INGBV B & 0 nger:

MARIBO Legekaeden'

NE.I!UM Naerurn Bng & ide'

NMTVED Bbg & rde Axel!orv.

N&STVED. Huls}ed aug & idé
Himatved 51 ¥
NESTVED, Lunges Boq & id

¢ 3, §7¢ 7201 16

NAKSKOV, l.egetu.scemm,

NYKABING F, Nykobing F. Bog & ide:

N‘ﬂ(ﬂBlNG M., Murse Bughundel‘

NYKOBING S|., Nykahmg Bog & idé:

110 WHAT'S IN STORE FOR YOU?

ODDER, K]eldsens Bog A& ieé:
I
onnm Legekiedem

PDENSE C, EI; Gumesr

OI.‘E"aSE C

ODENSE 50, EB Gomes~

PADBORG. Pudhurg Bog a idé:
i

RANDERS, Byrge Sﬁrensen Kohby.

RANDERS Randers thhy Impnn.
ek
RINGF. F|crds Bog & idé, Ringe:
wabpadsen 2. 5750, Teb 62 62 17 2
RINGKQBING, GK I.eg!h":
&l & RINGSTED Bog & lde:

RﬂDOVRE B & 0 Bﬂger‘

RGNNE Dunhe 's Hchbys!ue~

RBNNE Wllllnm Dclm Bog & idé:

RDSKILDE EB Gnme 4

e
ROSKII.DE, Flenshorg Bog & id

SKIERN, Bog & idé Skiern:
g

Yorri 2, B0, Ted

su.usaonc, Bog & Ide:

SILKEBDRG Hng & idé - TDrve' ApS:

suneaonrs syms thhy &F

SKAGEN I.Egekmden‘

SKANDERBORG Hohbymngeran'

SKANDERBORG. 5dlll'llﬂ' 805 & i

SKIBB\' Ski b BDg&ide.

SKIVE, Jydsk Bnghundel

ELAGELSE EB Gumes
il e Ted 5052112

SLnGEL'-E g & Ida Slﬂgelse~

smsass Uldlo"en.
SONDERBOHG Bugcen‘re"

rieg 7. BAL{ 8
sﬁunmaons, Ssnderburg Bog & idé:

5T HEDDINGE, Hobbystalden: | .

STENLOSE, Snuwemppm
ot 1
STRUER Hnnne Mndscn Bug E uié

SWNDBDRG B&O Bﬂger‘

p—— 00, et

s\IENDBORG, Farve & “ubhy Hiornet:
torgtars 4 . 221

TRASTRUP, aenbrugsbeger

msmup Bng & lde:

TH]SYED Bng ﬂ. id

—
‘FQNDER, Jefsen Bug & ide'

THISTED &K Lngem[
e

TDRSHAVN P/F Thomds Dam Wholesale:

. ARD 1SLANDS. Tot 3114l

VERI.@sE, Veerlose Bog &
micltaty 48 L 4500 et

VEDBEK, TrImIi Bog
rorad Tav

VEIEN, qun aug &

VEJLE B&D Bllger

7
VEILE, ng & ldes
it 20548
vlaoms Hubl:y wmd.
1, Mt sgrde
visong, Lk, Bng & idés
Sl i

¥ \ 82 77 B2

VIBDRG, Schnus Bc\g & idé'
VIBY Rybner 809 & |dé Vlby .l-
VORDINGBORG, 'I'nro lege|ﬂ|.

NORWAY

GW OSLO:

detesgate 7, 0178 4 47 22 3 1

ALESUND, Kremmerhused:

ARENDﬂL Nurll Arerrusenl:r'

BAERUM.S VERK, TrDlls'uer! Baerums
Verk I.Eker N5>

1317, Tebt €74

BERGEN Avnlun BErgl-n RS.

BO@ | TELEM“RK

ingo Bo:
£, Vol 73606 1
EoDa, underlgnldningsmagneienz

BRYNE, A. Tjemsland:
Stogt @ 48, Tod. 51

MMEN, MIA.
Ea
EGERSUND, Blusmagusme! ogrey.

EIDSVOLD, Brin

FAUSKE, Smart:

FLISA, Ringo Bamseh
i z el

RLORE, Rings Kuber} afs:

FORDE, L kehusel AS'

e o, e

vau( I.eke-olsen.
61108010

HALDEN, ll. Andersen Inlerbnk.

HAMAN Lnkahusel Mmu

HAUGESUND, 5=n'r\.lm I.ekm' AS:

JESSHEIM, I&muﬂen AS'

e i

JISSHEIM Brlu J:sshe

KARMSUND Csntrn Hnmiel A/s.

KONGSBERG Rnlf Liane AS.
I(ONGSVINGER Gﬁgutu Leker'
KRIS“ANSAND Gus'av Pedersen

KRISTIANSAND H hby Husm )

KRISTIANSAND Dullnnr]

KROKSTADELVA “lelmwxl.ekﬂr' s

LANGESUND anarlgers Eftf. Per:

LARVIK, Rlngu I.nrvik~

lAWlK Snkruies I-ekelarl

[ >, ngo

MO I IUINA Leklhwrnei Mo’
i

MOLDE Lek & thhy Molde;

MOSJBEN Hohbyseu!reb

NARVIK, Brlo Lek c:mrer Nnrv
145

NARVIK Barrlns Verden.
Knnponsi,

NESTUN, Lekekdossen:
stre Nestvel 1

OSi.O EB Games:
oo 6. G154, Tek 227770
OSLU Nmnbene lumheﬂseﬂel’.

OSLO. Avulc.n Bok:
e 7

DSI.D Qutlans

GSLO Vlnd!ren Leken

OSI.O, Fetter Klovn e Vest:

Litle' Akarvess $6, N-0303, Tuk 17
SAHDNis. EB Games:
SANDNES D Snelund

SﬂNDNES Bno Leksenmr K\mrdrul

ANDY lKﬂ H\:hu« Lr sen:
He1304, Tal, 4107

SKI EBGumes-
Tk 1400, Tei 64867003

SKI Tlﬂ-ln i

5, NA1401, Tal B4BS 7Y
SKIEN, Gulsel Leker As

s 1 26, Yol 38611120

SOLA. Sulu Gnver og I.elmr:‘

SDNBDAL Sogndni Glusmngnm ¥
SORTLAND, Rlngo Bamse Leker:
n. MB400 Tal: 76113374

STAvAL
12 B
STAVANGER Duﬂund Siavcrlger'

STOKMARKNES Slnkmarknes Akhelrﬂ(kar}'
srna;.;l;aEN, (e G’umel» -

srmumm Smndanl thby og Leker:
SURNADAI. Presungen

TﬂNSEERG Gledeshuse!o
o 50

J‘ROMSG Trumss Brukrhukhnndel,

TRONDHEIM Aanon Trnndhr\

TRONDHEIM Trnrl dednm

TYNSET, 'rynser Bnkhnndel‘
VAI)SQ, Bric Vndsglz.
W Andersaost. 4. N-2511
SWEDEN
r:w STOCKHOLM:

X GW GOTEBORG:

4. 41 19

AuuesAs Barnens-Buti
PGB A1 30, Tek 0322834511

ANGELHDLM, leksuksmuguslnel.

ARL V, Hubbex

AVESTA, Vegn Vlde

G, N-4812, Tei. 38020310

Bomis £B Games:

sam Huhhex:

GE Bnmqns Hus:

BORLANGE Trnditlun-

DANDERYD Lek!ukshuse
£, 3, Ve O

EKE D T\)Illﬂ/ﬁmnlh‘unﬂ

ENKOPING Tv Spelshnrsen
ESKELSTUNA, Lnsse». Leksaker: ¥tigaoaisn 21, §
ESKrr.sTuNA, B(zrnens Hus:

h n 40 K35 10, Tek, (16451136

FAI.KOPING MysPyi-

FALUN, Tv -spelsherre

FALUN, Spe] & Huhby.

FARIES!ADEN I.eksuksmngus ne"

FARSTA, Trcldlllon
GALL[VARE Lekio:
GAVLE, Hubﬁ) ,hu,»m;:

GAVI.E Bﬂmenx Hus'
! 121

GISL&VED Albe Leksuim

GOTEBGRB EB Gumes

HALMSTAD, de on:
Dirositnang Kisdi

HALMSTAD I..ek:!n'er,

HARNOSAND, Escape Dal
L Mordsiréansistan o BT

BORG, Fan

KARLSKOGA, Lskladnn,
e 17, 6 31, Tor

KARI.SKRONA Pcl:l & Fictia

Fol 04581674

KARLSKRDNA, I.ek.inkshusm

KARI.S‘I' D, EB Games.
Btk b i 653 46

1 ¥

KARISTAD Roﬂspell Csh Fc!nmsy Buhken,

KARLSTAD Bnm« ns Hus.
KIRUNﬂ, Lekhuse',

KRISTIANSTAD Hnﬂun Agﬂm
t Jitun 44302208

KR‘STIANST&D Spe] Fﬁ anlgnmm

KRISTINEHAMN BrIn Lakklnsse
Kepy ] 1

KUNGAI.V Lek & Hob
i 62, 442 : T4t
KUNGSBACK“, Lek & thby

PETERRS

KUNGS!ACKA delllurl.

LAHOLH.A, l.gk:nksuﬂuren:

unxopme Sagolnmi.

LINKQPING, Trcldlho

LIUSDAL, AThins Leksaker:
N, Jier

LULEA, Barnens Hus:

LULEA, Traditio

LUND, Trﬂd!riom

I.UND Utaplc;

LYCI(EBY Snrlnslustsm

MALM.O deniun-

MALMD EB Gumes'




NORRKOPING thhyhun\nn
NORRKDPINB. Lekhu.!et‘
NOHSBORG Tl’ﬂlilhbn.

Torg, 14 WH3t

NYK PING I.nku WSpe!'

i PO
viopms Bara Spel o Hobl:y'

NYNASHAMN. 5venslek&Hohby< ¥

ODAK.RA. de tios

OREBRO, Tradiil
pelftis b
ORNSKDLDSVII‘( Sound &
A L, BB 23, Tl
osfénsuun Habbyhoden o
Pm:A Bumerls Hu; g —
Tt 00111981

wn_s thbykuilurn.

snm, Elans Leksaker:

EALTSJDHOD Tummeliten:

Episn' 3, 12230 VSR

SJGTUNA. Ide chse

SKARHﬂlMEN EH Games~

sr(su.smh Barnens Hus:
o 3

SHOVDE, T\r-spulsbullken

SODE&HAMN Bum:n: Hus.
i i, 4
5°DERTAL|£ EB Gﬂm_es:

i L
SODERIALIE glans Lekmker:

SDI.ENTLINA Hnrnens Hus'

1,162 7

SOLNA, Gumeshu.r

SOENA B Gnmes
;rzﬁuussuun Barnhus
STOCKHOLM, 'I_'rﬂduhl ; .
e ¥ Og4atiagn
ST(;CKHOLM EB G:m;es: I

fO33 10

STROMSTAD K|e||s I.ek & Hnbby
155

SUN DS\’ALL. l’rudlllon

SUNDSVALL Drmn Sp I'

pranga FEST

SVEDMA Elhe Lekis:

TABY, Hahby & Prylar:

I‘ABY EB ques.

e 4, ot O
TDMELII.I.A Alfs I.eksuken
TROLLHATI‘AN. Pnrin|:

o Tl 052

TROLLHAT‘I’AN EB Gnmes 5&5 Huset:

TUMBA, Leksukskungen
[ H
TUMBA !(nm I.ek

UDEVAI.LA, Trndlhon Torp:

UDEVRLLA Alfmdi'
Torn

UMEA. Bum:ns Hus:
Fot

uMEA, deiiinm

UPPSALA, Pr-sfynde:-.
Kungsgatn 73, 763 21 T
UP?SALA, Trod rlon :
i i Tab OIBIA13I5
uppsm.n nnhbysames.

UFP&ALA, Bnrnens Hus:

VAI'!BERG Spelhuhk&n
feer & AR ,
VARNA.MO Gnmesmumﬂ

vns‘rEaAs Zoﬂerlund

VASTRA FRDI.I'.INDA, roy::
i s

VA.XJD Helges Hnln,

VETlANDA, Leksakslcugrel

VIM.MERE\’ Ml’sﬁns H'u

wsav, L!kshlgu

YSTAD, Lekplatsen:
| A 27143 Tok 0411182
YSTAD, Tv Spelshérna
afspalia 16, 271 49

BELGIUM
AARSCHOT, Conectn

AN'WEKFEN Gnme Burden,

ANTWERPEN, Toys 4 All Arllwerps Toys Shop NV:

BORGERHDUT, Mndelbduw:enlmm Baillien:
Turmoaebasn S0, 2140, Tab 00 4 0

BRUGGE, Fair Play:
TR i 0

BRUSSEL, Toys 4 All Brussels Toys
Shn & N.V.

DIEST, Toys 4 All Judy Toy.
Fatafstrand 10, 3200, Tl 01

DROGENBOS, wu[HDuse GI?m

GEEL, Modelbouw Ceuleman:
Skl ol 141, 2440, Ted, G

HERENTALS Tays 4 AII Vobrnspei N.V.:

KDRTRIJK De Conzorde.

LEUPULDSBURG, NV Moesiermans'

wr.l“ B4

LEI.IVEN, Tnys 4 All Leuven NV

MECHELEN De Spelhnani'

MECHEI.EN TDp ll:!nse

mog chrlsnmmen Mol:
oosmu:z mﬂ Onsfande-
i i

oosrsm:e, Vunry:kagem:
Kb tersiaan b, BI00. Tl

SIN‘I‘-‘I‘RUlDEN, De Gallier:
s o, el G191 671

51‘. NIKI.M\S= HQ
i .

Tai; 0% 776A545

CHAREEROI FuII Dphon-

WAVRE l.o Cnvurne du Dragen:
F & i 0V0 229064
wnmsom Toys 4 All Winegems Toys Shop:

NE'I'HERLANDS
GW AMSTERDAM: ;
G‘W ROTTERDAM: )

Gw DEN HMG: 1
8, 2511 A LA
ow HAAELEM .

AtiguARE, Buukers & smppers. .
ALMEI.O Somherg Mudelbuuw

ALMERE HAV'EN' Funic!sl

AI.FHEN NB RIJN, SugeA
3 a8 { ol 017

AMERSFOQRT Speileﬂwm(kgl i
AMSTEI.VEEN Hel gnnzenhord‘

msnmmm, Calm Cross:

AMSTERDAM, Gumekeeper:
Viartbre i 105 ¢ :

A MGmleEeer peelgoed:
£ s L 1A 4

APEI.DDDRN Planmqe

ekhundel Oranjerie :

ARNHEM Snalkw« rm-r A mhem'

ASSEN PEuk.

de Geus, [

BR]ELLE ]n'eﬂny! Brlellev

BUSSUM, Bukx Mbde"mmen.
EASTRICUM Vuulburg.
et Tel: UnS 165221
EULEMBURG, Dreackenrle's
o et © A T

. T LM
DORDRECHT, Heobby Moadelbouw:
Docdecht Vocrstraal Se0. 5311 G
EPE, Plunluge Boekhc-nde! Drngf.‘

. } 1 Ted D318 ¢
EDE, Tshnen S:;-!dwu’
& ol 031 y

E IDMOVEN A!mmc Eindh

VEN, Gun.tswurlﬂ
i Yot 0

EMMEN In'endysj von Peer ¢

ENSCHEDE 'Pulpimes

ENSCHEDE Wizar

GDES, chtus Fumusy Sfore. =

GDRINEHEM, Netten Modelbouw:
Ratsirnat 30, 4201 JY, Tol 0183 83¢

GRO Krikke's Hobbysh
27, 9711 TE, Tok: 050

12 EL, Tei (50 3146432

HEE:\LI—.‘I A‘)t"m( Hes

HELMOND, Madelbouw v/d Goar:
Hewirnat & 5701 H), Teb 044 2

Hi elb
ju Lasarvawng 3. 1221 A, T 03

HILVERSLIM. Plcmhge Bnekhnndel Harkerm:'

HOORN, 'Hel Gela Tnknrv

HUIZEN, fup 'I Tvys Brumsmw dosinfrmens Y

KﬂMPEN. Plun'age Boekhund&l Bus

IKEI il 5 'l d.
} 1 HT, Tat 02

LEEUWARDEN, Purperen1nruﬂk:

LEEUWARDEN, Speliekijn:
Yuorsieak 64, 5311 TH. Tat €

LEEUWARDEN, Top 1 Toys de B
B Mt e

lEIDEN. Mu ic Friendg

LEII)EN l’ulkneuwinkgl:

LEIDEN Vlleger:ﬂo

LELYSTAD, Tre

enhoe 4

MMSTRICHT._ Huuniel':

MAASTR]CHT Peels Te:hmc!uys

MAASTR!CHT Plnnh:ge Boekhcmde[ Eergmuns'

MAASTRICHT, VF\? it
MIDDELBURG Boekhundel Funuy‘

NEUNEN., Sthellens Speelgned'
NfJMEGIN Maenzn & Mﬂriken

OOSTERHOUT, Inlermys Dnsoerhnm

OUD BEIJ!RI.AND MDuriIs Mudel Hubbyo

RIJSWIJK, Perﬁed Gﬂme.

ROE RMOND Slne mbneﬁe k Hermie

Plumuge

RDOSENDAAL Jud:l %

SCHIEDAM, BTS:
staal 49, 3114 GB, 1ok 0104
Sittard:

SITTARD, Atomic
SLEEN, De Sleener Bazar:
Tatntee rag] L

SLUIS, V/d Viiver:
e

TIEI. Smlelm
| R 1"

I.ITRECHT Acme muvleshnp.
It a0 23

uraecm L Funlusy Shnp<

UTREEH'I’ Ne’ver cher l.und

VENLQ Nodelbouw Luth

g

Den Druuk

. n 130 KA Ter 010 4

WAALWLIK, Pluninge Buekhundel Waalwijk:
121

Gouns, Intemws v,'a wm

WASSENMR Qude Rﬂndhuls
370 511

WMSENMR. Tcp 1 'l‘uys Kuuwenhmrew

WORMERVEER,M Wnnd!r
Anblioaatoaat 1,15 Tk 074

ZUTPHEN, Vreend Zﬂﬂk:
Gisane markd 2 T2t HX. T

Zw T, In'erwys

ZWOLI.E BDekenhnl'e'

IWOLLE, Gomes-n-us:

: pocienpias 3, €11

ESTONIA

TAl.llNN. KulmurlRelsid.
¥ s

TA].LINN Pru:l:lrd BD"I&

FINLAND
GW HELSINKI: _

ESPOO, Peiimesom

FDRSSA Fun S'uff & Cards:

HAMEENI.INNA Levy |u Imset!l.

HANKO Hnbhy Jnh

ﬂEINOLA Taluvsmuuv. o Relustoupbans 10

HEI.SINKI anmsiupellt Halsinkl

vamm Rayql Toys:

ik Tel +358 17 4095

IISAI.MI Tulknhla

‘Llﬂl|o Alex Ky:

JDENSUU, Pulvunsmic

KE'MUARVI, Pacpers:
muw.q, Andikvarioatii Karsa:

Teawans 1, }

KOKKOLA Pnknknekku'

KOTI(A, Engle Curd

KUUSANKOSKI. Kiriu Savinen:

U\HTI Puolnnkuun Pcll

Loum. Lch.nn Kirmkuuppn'.

M.AARIENHAMINA, Dlllen,

MIKKELI, Muppaln'

NUMMEI.A, !(lmmun Pell &I.ehvio
Ty

ouw, Fnﬂtesmpel}t Oulu:
akatii 2 Wit Tel +b

159
LRPPEENRANTA Sinnupe luppeenrunic‘

RITHIMAKI, mlhimaen Toys!ure‘

Ravppakata fit

ROVANIEMI l.ilgnc?nler Ju

5E 1 NMOKI Fanlﬂslu inna:

SEINAJOKI ¢;|kalugkkn

TAMPERE Funlnsinpelll Tumpere
Fiust

TAMPERE, In'o Kusklkesk.us:

EURKLI, anlnsmpel'ﬂ Turku:

TURKU, Sinooperi Turk

TI.IURI Vel]ekser Keskmen

VANIAA, Smnopurl Myyrmclrl

VANTAA, s.nonpm Varisto:
M AN GEEAL a4

ICELAND

REYKJAVIK, Nexus:

POLAND
Loz, ajk Firma Ksiegarske:

l.l.l B LIN Krzys

SZCZECiN EII

£ i 00488
tonuu Sklep Puplernlr.zy
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Rally the Defenders!

STORM OF CHAOS

Will the Empire be victorious and halt the Chaos fide, or
will Archaon strike a terrible blow against the Old World?
Join us as the campaign progresses!

* Mighty armies clash in open hattle in part one
of our Warmaster Buttle Report.

* Chaos advances upon a Dogs of War army in a
Warhammer Battle Report

* Voyage to Naggaroth to examine the
motivations of Dark Elf players.

FREE NEXT ISSUE
Warhammer army reference
booklet, Order of Battle!
On sale 30th July

WARHAMMER 40,000
UPDATE PREVIEW!!!

DON'T MISS AN ISSUE!

Turn to the inside front cover to find out how to subscribe
to every hobbyists’ essential monthly magazine!
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the arrival of the third expansion to

The Lord of The Rings game. The
Pelennor Fields supplement contains a
wealth of additional rules and
scenarios, to add new depth to your
games of The Lord of The Rings. This
book details the Haradrim invasion of
Gondor as they march to the fields of
the Pelennor, swelling the ranks of the
Dark Lord. Players have a wealth of
new Heroes and Warriors to add to
their Good and Evil armies and some
thrilling scenarios in which to pit their
wits against their foes!

lt’s nearly upon us! Next month sees

Where the Siege of Gondor concerned itself
primarily with the fighting between the
forces of Mordor and the White City, this
expansion deals with two quite different
protagonists. Fighting for Good is the noble
Prince Imrahil. Well known to readers of The
Lord of The Rings, Iimrahil 15 a valiant and
mighty leader of Men who rallies to the aid
of Gondor, bringing his bold knights with
him. Eagerly awaited by many Good players,
the Swan Knights of Dol Amzoth are an
exciting addition to the forces of the Free
Peoples in their fight against the darkness.

Testing Imrahil’s resolve and prowess to its
very limit is the Serpent Lord, Suladén, a
Haradrim chieftain of enormous charisma
and prowess. Suladdn must pit his abilities
against not only the forces under the control
of Imrahil, but the murderous and
manipulative Hisharii, secretive agents
serving the will of the Haradrim’s dark
masters. Without giving the game away on

this exciting sub-plot, [ cannot really say
more about them, other than watch your
back! The army of Harad boasts ranks of
deadly Haradrim Warriors, armed with
spears or lethal bows complete with
poisoned atrows. Racing ahead of the main
force are the Haradrim Raiders, skilled
horsemen from Harad’s desert plains.

The Mimak deserves a mention all of its
own. The largest plastic kit Games
Workshop has ever produced, the Mimak is
a faithful representation of the towering
Oliphaunts seen in The Two Towers and
The Return of The King films. Utterly
deadly, the full rules for using these
behemoths in your own games are
contained within The Battle of The
Pelennor Fields expansion.

Last, but by no means least, on our list are
the Rangers of the North. Those dour-
handed Dunedain warriors who came to
Aragorn’s aid in the book are yours to
command with The Battle of The Pelennor
Fields. Each a Hero in his own right, the
Rangers of the North are a company worthy
of a king. Having lived a life of hardship in
the wilds of Eriador, they excel in all
aspects of warfare.

The book itself contains new scenarios and
rules to enrich your own battles in Middle-
earth, a history of Harad and its relationship
with Gondor, and much more besides!

The forces are mustering for the greatest
battle of the Third Age, the survival of the
Free People hangs in the balance. On the
fields of Pelenner the War of The Ring will
be won or lost.

“The board is set, the pieces are
moving. We come to it at last -

the great battle of our time.”
Gandalf, from The Return of The King




The Pelennor Fields supplement introduces
several new troops and characters to the
game. Included are the Rangers of the North,
(far left); and the Knights of Dol Amroth and
their leader Prince Imrahil (left). The forces
of Evil receive reinforcements from the
deserts of Harad, including the Haradrim’s
terrifving war beasts, the Miimakil. This is
the largest kit ever produced by Games
Workshop! (Below).
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The Biter Bit

A New Scenario for The Lord of The Rings by Mat Ward

becoming a necessary evil, Damrod and
his men find themselves very muich
between a rock and a hard place.

Sauron’s forces gather apace. With risks

Description

Sauron has not yet launched his war and 1s
still gathering forces to Mordor. Hundreds

} of warriors flood through the Morannon
each day and the might of the Dark Lord
swells to seemingly irresistible proportions.
The Rangers of Ithilien do what they can to
stem the tide, ambushing isolated columns
of troops and driving them to flight — but
their assaults are mere pinpricks to the
armies of Mordor and their numbers too
few. Slowly but surely the tactics of the
Rangers become more and more desperate
and their ambushes more reckless. One such
ambush, led by Damrod. quickly turns into

a desperate fight for survival as the Rangers
find themselves caught between an Orc
tracking party and the Easterling column the
Rangers had themselves hoped to strike.
Penned in, outnumbered, and with the
advantage of surprise lost, can Damrod and
his men escape the servants of the Enemy?

Participants: Good

Damrod

12 Rangers of Gondor

(if you have suitable models up to 6
Rangers can be equipped with spear in
addition to their bow).

Evil

1 Easterling Captain

1 Orc Captain

3 Easterlings with spear and shield
6 Easterlings with shields

" A
5
£ 5
DE ‘)
Q Orce deplovment zone o g
~
Ty
[}
marshland
£
o
E Good deplmmem zone
= L
)
Y
......................... G . T ]
=
]
Q
&
2

Y

[ |

48"/112cm

72"/180cm

4 Orcs with spear

4 Orcs with shield

2 Orcs with bow

2 Orces with two-handed weapon

Points Match

If you want to play this game with other
forces, choose 150 points of troops for the
Good side and 300 points for the Evil side.
No more than 33% of the Evil force may be
spent on warriors with bows.

Layout

This game is played on a board 48"/120cm
% 72"/180cm. The Rangers have been
attacked in an area of marshland north of
Emyn Arnen. Accordingly, approximately
half the board should be covered with
marsh terrain — this counts as difficult
terrain for the purposes of movement. The
remainder of the board sheuld have the odd
tree or rocky outcrop but no hills.

Starting Positions

The Good player deploys his force in the
Good deployment zone (see map). The Evil
player may then deploy his Easterlings
within 12" of one short table edge and the
Orcs within 12" of the other table edge.

Obijectives

The Good stde wins if Damrod and at least
four Rangers escape from the board by
moving off one of the short table edges. The
Evil player wins if the Good player fails to
meet his objectives.

Special Rules

The Marshes: The thick mud of the
marshes makes footing treacherous. To
represent this, if a model loses a combat the
controlling player rolls a D6 to see if the
model loses its footing and falls. On a 4-6,
the warrior manages to keep upright and
backs away without harm. On the roll of 1-
3, however, the cloying mud trips the
fighter and he goes sprawling into the mere;:
treat the model as if it had been ‘knocked to
the ground’ by cavalry.

Stealth: Even caught wrong-footed, the
Rangers of Tthilien are resourceful
opponents and able to move through the
boggy terrain quickly and quietly. After the
Evil player has deployed his troops, the
Good player may move 2D6 models up to
6"/14cm. This move may not take them
outside their deployment zone or into
impassable terrain (should there be any).




The forces of Evil encircle the brave band of warriors.
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Conversmn Showcase

Personalising your The Lord of The Rings miniatures

Conversions are, without doubt, the best
way to add individuality to your The Lord
of The Rings forces. Mat Ward has been out
and about to see how gamers from around
Games Workshop have personalised and
converted their forces.

ore so than any other game, The
MLord of The Rings really does lend

itself to making every model as
distinctive as possible. Whether it is the
lowliest of Goblins or the mightiest of
Elven lords, each model deserves 1o be
given a character all of its own. This can
seem a little daunting at first but, with a
little practice and a good measure of
inspiration, there is no limit to what you can
do to make your models really stand out.

Mat Ward based this Goblin Captain on one
of the Moria Goblin Drummers. The arms
have been bent into a new position, while
the shield and sword have been taken from
a plastic Goblin Warrior,

v

Haldir’s Elves can easily be converted
into Spearmen with a little time and
patience. This one has literally had the
blade from his sword repositioned and the
tang of the sword lengthened with a
section of brass rod.

&

The second is a little more complicated,
but only a little. The right arm has been
carefully removed and replaced with one
from a plastic High Elf to give the model
a more dynamic pose. A little Green
Stuff has been used to extend the
Elf’s hair, covering the site where
the arm was attached to the body.

Never underestimate the power of an
alternate paint scheme. This High EIf has
been painted in pale blue tones and washed
with Blue Ink. This gives it the appearance
of one of the corpse candles of the Dead
Marshes — a perfect substitute for a
Barrow-wight.

Often the most effective conversions are the
simplest, as shown by this Captain of
Mirkwood by Mat Ward, where Haldir’s
sword has been exchanged for a Rohan
Royal Guard’s spear.

Mark Bedford’s Gil-galad conversion 1s a
fantastic example of what you can achieve
with a Iittle practice, patience and Green
Stuff. The head and both arms have been
repositioned and the robes remeodelled to
give the figure a more dynamic pose.

To give a little more variety to his Evil
force, Rob Wood has used all manner of
bits and pieces from across the whole
The Lord of The Rings range of Orcs to
customise his Warg Riders using different
heads, alternate weapons, and shields.




Mat Ward's Thranduil is a converted
Radagast that uses elements from several
other models, including Haldir, Gandalf,
and a High EIlf swordsman.

Rob Wood has used a Gondor Spearman
as the basis for his Gondor Captain
conversion. The sword is taken from a
plastic Gondor Warrior and the head used
to belong to Gamling. To disguise the
join Rob has sculpted on hair using
Green Stuff.

Never one to shy away from tweaking
his models to give them & little
individuality, Mark Bedford repositioned
the cheek flaps on this Troll's helmet,
adding a little Green Stuff to complete
the effect.

Mark Bedford has added Flaming Ammunition and Severed Heads upgrades to his Orc
War Catapult. The straw bales are made from brush bristles, while the pile of heads have
simply been ‘liberated’ from a sprue of plastic Warriors of Minas Tirith. As a final touch,
Mark has created a new crew member for the Siege Engine, fashioned from a plastic
Mordor Orc whose spearhead has been replaced with a small amount of Green Stuff
modelled to look like flames.

Another straightforward but effective
conversion, Mark Latham’s Aragorn has simply
had his arms modelled into a new pose with a
little Green Stuff.

Siege Engines

Siege of Gondor allows you to upgrade your
Siege Engines with all manner of
modifications, from flaming ammunition, to
severed heads and faster reload times. All of
these modifications need to be shown on the
model, but there are some simple ways that
you can get the desired effect.

Mark has added Swift Reload fo his Avenger
Bolt Thrower by simply modelling an
extension to the magazine of the weapon.
This is a simple but effective upgrade to
model. requiring only a little plasticard and
Green Stuff.

The tip of the bolt for this Siege Bow has
been remodelled with Green Stuff to give
the impression that 1t is on fire. As with the
War Catapult, Mark has given ene of the
crew a flaming brand by replacing the tip of
his weapon with sculpted Green Stuff.
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9 THE MUSTER OF MIDDLE-EARTH

A Guide to Themed Forces

Theming your force around a particular
race or event is a great way of adding
character to it. Here, Alessio Cavatore
provides guidelines for creating pure and
allied armies.

lessio: the last Grand Tournament I
had quite a few conversations with
players who were asking advice

} about what constitutes a “themed” The Lord
of The Rings force.

You see, in tournaments we often encourage
' people to decide the composition of their
forces by following a specific theme. This
is normally done by awarding them bonus
points if their force is “themed” rather than
Jjust a generic, and often ugly, pick-and-mix
of the strongest elements available to Good
or Evil. I'll give you a few examples of
what I'm talking about, just to clarify what
I mean. Let’s say that Player A has a Good
force consisting of High EIf archers and
Riders of Rohan fed by Aragorn and
Elendil, while Player B has Haldir, and
Théoden leading a force of Wood Elves and

Warriors of Rohan, and finally Player C has
Boromir and Faramir leading a mix of
Warriors of Minas Tirith and Rangers of
Gondor. It seems pretty clear to me that
Player A has picked very powerful models to
get a very competitive force, without paying
the slightest regard to how plausible his
force is in the history of Middle-earth. We
all know that Aragorn and Elendil lived
several thousand years apart and that High
Elves of the Second Age have probably
never fought alongside the relatively young
race of the Rohirrim.

If we consider Player C's pure Gondor force
it's actually easy to see that, differently from
Player A, he has made perfectly reasonable
choices, obtaining a force that is strongly
themed and quite effective in gaming terms
as well.

The last example is different from either
one, since Player B’s force is a mix of Wood
Elves and Rohirrim, but is clearly themed to
the defence of Helm’s Deep (the film's
version of it at least...).

Rob Wood's force is themed around the Last Alliance.

Some people would prefer only ‘pure’
forces (ie. those made of Warriors and
Heroes of the same race) to score the
Themed points, but I disagree as I think that
would be too limiting and I like the freedom
offered by the ability of mixing allied
forces. 1 also think it's more in keeping with
Tolkien's own positive message of the Free
Peoples joining forces against the Darkness.

One of the problems that arise with such
freedom is that some people embark in
strange and far-fetched explanations and
stories in order to justify what really 1s just a
riff-raff of powerful models. This sometimes
puts the players in the odd position of facing
an opponent that is pushing things a bit too
far and having to decide for themselves if
the line of good taste has been crossed
(“No! It’s perfectly acceptable that Shelob
could have led a force of Barrow-wights and
Mordor Trolls in the right circumstances, as
explained in my backgound text™).

Unfortunately there is no definitive and
precise way of deciding when a force is




themed and when 1t’s not. Different people
will have different opinions regarding this
matter and the Themed points can become a
potential for misunderstanding and tension,
something nobody really wants...

I have therefore decided to give you a
series of guidelines, or rather examples of
what can be considered a themed force, in
order to allow you to make up your own.

I will first show you some ‘pure’ forces,
consisting of models of the same race or
culture (eg, all Dwarves, all Gondor, all
Rohan), and then proceed to show you
some allied forces, made by combining
warriors from two or more pure forces.
When making up an allied force, it’s
normally a4 good idea to make sure that if
you include warriors from a certain force
you also include at least a Hero from the
same race or culture. For example, if you
mix Wood Elves and Warriors of Rohan, it
should be better to include at least one
Wood Elf Hero and Hero of Rohan. This is
needed to make an allied contingent feel
like two or more different forces fighting
together on terms of parity as true allies. It
also helps reinforcing the idea that these
warriors would travel around Middle-earth

Alessio Cavatore’s Isengard force.

on war errands under the guidance of a
charismatic leader.

Enough said, let’s have a look at these
forces:

Note: the Fellowship/Special list includes
some Good Heroes that do not belong to any
one specific force or culture, either because
they spent their lives travelling around
Middle-earth (like Gandalf) or because they
live in regions we have not explored in our
books as yet and therefore they have no List
to sit in (like the Hobbits, until we do a
Shire supplement). In the future they might
get a list, but as they can also be fielded in
allied forces and even alongside most Good
pure forces, using a bit of common sense
(Aragorn with a Minas Tirith force, for
example).

IN CONCLUSION...

This article 1s not an exhaustive and
complete summary of all the themed forces
that can be created with the LOTR strategy
battle game. Also, with the publication of
new supplements for the game, the
possibilities available to people are destined
to increase more and more. On top of that.
the book and the film sometimes offer

different views on the troops present at a
battle (Helm’s Deep, Pelennor Fields. . ),
giving the players the choice of fielding either
the film or the book’s version of a force.

Players should then use the lists published
here as examples and as an inspiration to
theme their own forces. Please feel free to
submit your ideas to us for a themed Good
and Evil force and some might even be
published (especially 1f they have some nice
photographs of your finished forces included
with them).

In tournament conditions you know that if
you stick to these lists you are sure to get
those composition points, but they shouldn't
stop you from personalising your army even
more. As a great example of a themed force I
always remember playing against Matteo
Cocco’s impressive Gladden Fields force,
which features a host of Warriors of Gondor
led by Isildur and his three sons Elendur,
Aratan and Ciryon (they use Captains of
Gondor’s profiles).

So delve into Tolkien’s huge wealth of
material and come up with a suitable theme
for your army, and then see for yourself how
much better it is to play with a themed force!
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The Lord of The Rings Pure Force Lists

Minas Tirith | Rohan Lothlorien The Faithful | Erebor Rivendell Eregion (2nd Age)
wa| = Warriors of » Warriors of * Wood Elf » Warriors of * Khazad Guard | = Wood EIf * High EIf
8 Minas Tirith Rohan Warriors Gondor e Dwart Warriors Warriors
==| * Knights of e Riders of Warriors
€| Minas Tirith Rohan
(| * Guard of the * Rohan Royal
3 Fountain Guard

Court
e Citadel Guard
o Avenger Bolt
Thrower
¢ Battlecry
Trebuchet
» Warriors of
Gondor
. Captain of « Captain of Heroes * Isildur « Balin + Elrond * Gil-Galad
@) Men (Gondor) Men (Rohan) o Galadriel * Elendil ¢ Dwarf Kings + Glorfindel ¢ Elrond
eZ| « Denethor « Theoden ¢ Celeborn * Kings of Men | ¢ Dain + Elven * Elven
E » Faramir * Eomer = Elven * Captain of * Gimli Captains Captains
+ Captain of * Eowyn Captains Men (Gondor) (Wood EIf) (High EIf)
Men (Gondor) | ¢ Gamling (Wood Elf) * Arwen » Celeborn
+ Kings of Men | ¢ Kings of Men | » Haldir + Elladan and * Galadriel
+ Beregond of Elrohir * Glorfindel
Gondor « Bilbo
* Boromir « Rangers of the
North
* Halbarad
The Lord of The Rings Allied Force Lists

Pelennor Fields (Good) | Pelennor Fields (Evil) | Morannon (Good) | Helm’s Deep Last Alliance
l;; e Minas Tirith ¢ Mordor * Minas Tirith * Rohan * Eregion
= | * Rohan * Harad * Rohan + The Faithful
| @ Dunbarrow
o | » Dol Amroth
=
e
“A| * Aragomn * Aragorn * Aragorn
Ll | o Gandalf The White o Gandalf The White * Gandalf The White
8 ¢ Legolas * Legolas * Legolas
¥y Gimli « Gimli * Gimli

* Merry * Merry * Wood EIf Warriors
< | - Pippin + Pippin « Haldir
|  Elladan + Elrohir  Elladan + Elrohir * Elven Captain
ﬁ e Gwaihir (Wood Elves)

o Rangers of the North




0

— S ——
Mordor Isengard Moria Dunharrow | Mirkwood | Angmar Harad Dol Amroth
¢ Orc Warriors * Uruk-hai * Goblin ¢ The Dead ¢ Wood Elf e Orc ¢ Haradrim * Knights of
o Uruk-hai (Mordor)]  (White Drums Warriors Warrtors Warriors Dol Amroth
¢ Mordor Trolls Hand) = Cave Trolls e Warg Riders | » Haradtim » Warriors of
= Warg Riders » Warg Riders | = Goblin Raiders Gondor
* Morannon Orcs ¢ Demolition Warriors (Fiefdom
= Orc Warriors Teams Warriors)
» Orc Trackers + Siege
= War Catapults Assault
* Siege Bows Ballistae
¢ Easterlings » Uruk-hai
Berserkers
» Warg Riders
* Mouth of Sauron | « Dunlendings | * Durbiirz « King of the | * Elven « Witch-king { + Hésharii + Captains of
* Gothmog » Saruman + Goblin Dead Captains ¢ Barrow + Suladén Gondor
¢ Orc Shamans + Grima Shamans » Legolas (Wood EIf) Wights « Haradrim * Prince
 Grishnakh + Uruk-hat ¢ Goblin + Gimli * Legolas e Orc Chieftains Imrahil
¢ Shagrat Captains Captains « Aragorn Captains » Mmakil = Kings of
» Gorbag « Dunlending | ¢ Balrog + Elladan and Orc Men
¢ Shelob Chieftains Elrohir Shamans
= Easterling * Sharku + Rangers of Fellowship lSpeciaI
Captains * Orc Captain the North <
¢ Sauron * Lurtz ¢ Halbarad i@dalf ,dm
2 : : 128011 Merry
¢ Ringwraiths ¢ Uruk-hai Hinic o Pinpin
* Orc Captains Shamans Gondor
i3 Mo_rdor_ Troll Legolas Treebeard
Chicftains Gimli Gwaihir
= Uruk-hai Captains Frodo Radagast
(Mordor)
Siege of Lorien | The White Council | Battle of the Five Armies
+ Lothlorien + Lothlorien » Mirkwood
¢ Mirkwood ¢ Erebor
= Rivendell
* Treebeard * Gandalf the Grey * Gandalf the Grey
* Radagast * Radagast + Bilbo
e Gwaihir + Gwathir » Warriors of Rohan
(Men of Esgaroth)
« Captains of Rohan
(Men of Esgaroth)
« Kings of Men
(Men of Esgaroth)
e Gwaihir




-

WA Ralr iy

RIINGS S—

1 A Tale of Good & Evil

Part Six — Assault on Minas Tirith

This month, both of our collectors have
decided to go for something a little
different. Having studiously avoided using
any named characters in his force, Steve
has decided to give them a try, adding
several models from all three films.
Meanwhile, Adi has decided to try some
troops with a brighter and more uniform
appearance.

Steve: What you may be
wondering is, why have 1
avoided using characters
for the first six months of
collecting my forces? After
all, they are some of the
best models we’ve made for
The Lord of The Rings game,
and in battle, their extra special
rules and abilities would have been
handy on more than one occasion.

The answer is that I've always found the
victories and defeats of ordinary warriors to
be more exciting than watching a great hero
wade through the enemy ranks. This is

especially true of smaller scale games,
where the exceptional power of someone
like Aragorn or Boromir could decide the
outcome of a battle.

As both our armies have grown, they've
reached a size where we can play quite
substantial battles. With the possibility of
playing more epic encounters, the idea of
using suitably epic heroes to fight them
began to seern more natural to me.

CHOOSING CHARACTERS
‘When it came to deciding which models to
include, I had two ideas in mind. The first
was simply to pick models that I'd always
liked. The model that came straight to mind
was Borormir, from The Fellowship of The
Ring boxed set. Not only was he my
favourite model from the Fellowship, but as
the favoured son of the Steward of Gondor
he fitted in perfectly with my army.

In my opinion, you really can’t have an
army of Gondor without including Aragorn
in its ranks. The question was, which

Steve’s seven Heroes prepare for the coming siege.

version to choose? I'd already used the
model from The Heroes of The West set to
make my Ranger captain. While I could
simply have procured another one, I don’t
want my heroes to look too similar, T
decided to go with my next favourite, the
model of Aragorn charging at the siege of
Helm’s Deep.

The second idea is to pick characters in line
with the theme of my army. That would
mean sticking to characters present at the
Siege of Gondor. I decided not to include
any characters with strong ties to Rohan, as
I had ideas about adding some of these
warriors later.

For these, I decided to raid The Heroes of
The West boxed set. The most obvious of
these was Faramir in heavy armour, painted
to match the rest of my army, with Pippin in
armour a close second. Given that I'd
already used Aragorn for a conversion, I
decided to use any other character not in the
uniform of Rohan. This would add Gandalf,
Gimli and Legolas to my army.

e e —tor



Boromir
The model of Boromir 1s mostly dominated
by his black coat. What brings life to the
model are the other details like his face and
The Homn of Gendor. In the film, the red
sleeves of his shirt are patterned
with yellow gold threads. [
decided to simplify this
&Y  toasingle yellow band
around the rim of the
sleeve, which maintained
the lively quality of the
colour without having
to try to create such a
detailed effect on such
4 small space.

Aragom

In his charging pose, Aragorn 1s probably
the most dramatic of the characters,
conjuting up the moment when he leads the
charge against the Uruk-hai at Helm’s

Deep. I decided to keep the
colours on this model as
simple as possible and used
a blend of Scorched
Brown and Bestial Brown
for any leather on the
model. The muted red of
his shirt and grey on his
trousers was enough to
breath some life into
the colour scheme
without distracting
attention from the
face and sword.

Pippin
With his small size, I decided to give Pippin
a more elaborate base than the other
characters. His pose suggested that he’s
carefully picking his way along, so
I decided to build the remnants
of a wall looming up behind
him to increase that
impression. Like Faramir
before him, most of the
decisions about what
colour to paint him were
pretty easy as he wears
a variation of the
Gondor uniform.

Gimli
With Gimli, the most important thing was
keeping all of his different layers of leather
armour different enough to stand out from
each other (not to mention his red beard).
My first attempt at painting
his body armour — using
Terracotta highlighted with
Blazing Orange — turned
out to be too bright. A
quick wash of
Chestnut Ink,
however, toned down
the colour nicely.

Gandalf
The most obvious thing about Gandalf the
White is that he really is white, All of him.
That makes it a bit tricky to give focus to
the model. With most colours, you could
simply use a lighter or darker shade of the
same colour for different parts of the model,
but there’s no such thing as bright black or
dark white, so to get a difference in tone
you have to use a different coloured
i basecoat to
¥ build up to the
final layer. In
this case, I chose
to use Codex Grey
ﬁ for his staff and
Graveyard Earth for
the cloak. The result
was a cold white staff and
a warmer feel to the cloak,
giving the model
enough of a
difference in tone.

Faramir

Given that he wears a suit of armour almost
identical to the armour of his men, there
really wasn't much decision making
involved in painting him. I decided to keep
his base fairly simple, to avoid distracting

too much attention from the

s model itself, and instead

A concentrated on taking more

than usual care with his
armour. After painting so
many similarly armoured
warriors, I’ve begun to

improve the way I paint

silver surfaces. The
layers are now pretty
smooth and not quite
as glaring as before.

Legolas

Lepgolas is clothed in varying shades of
green and grey. He's the first member of the
Fellowship that I've painted who still has
his Elven cloak. I decided on Catachan
Green as the basecoat for the cloak.,

gradually adding
Kommando Khaki
to bring out the
folds and creases. [
went for a hair
colour based on
Bleached Bone, rather
than one of the
yellows, to gel a
colour closer to

white than,blonde.



EASTERLINGS
Adrian: Easterlings,
with their distinctive
appearance, give me a
nice, elite band of
fierce human warriors
to add to my forces
4nd an interesting
contrast to the
undisciplined Mordor Orcs.
Aside from their ornate looking armour,
the nice thing about Easterlings is that,
for all intents and purposes. they wear a
uniform. Unlike Orcs, who are all
completely individual in appearance,
Easterlings wear identical clothing. To
enhance this effect. and speed up
painting, I decided to paint them in
batches of four models.

This 18 a good way to paint uniformed
models, applying one eolour at a time
to a small group of models. I didn’t
even bother to convert any of them, so
a lot of the models look the same,
which adds to the regimented look of
the warband. To begin with I painted
the skin behind the visor Dark Flesh
and, as 1t was such a small area, there
was no need to add highlights.

It didn’t take me long to paint up a
whole warband of Easterlings. I painted
four batches of models in total, three of
troops, and the Captain and Standard
Bearer. The only difference between the
characters and the rest of the troops was
that [ spent a little more time painting
them. Specifically I painted the raised
detail on the banner and applied a little
Bestial Brown to both models’ noses
and cheekbones.

Bestial Brown

-5

Chainmail

B

Burnished Gold

4o

Blood Red

B

Brown Ink

4

Chestnut Ink

Shining Gold

Chaos Black

L

Scab Red

Gold Metal

L applied three coaty of Shining Gold to
make a solid colour, and decided to leave the
weapon blades as they would be painted a
different colour. I was pleased that the
models looked quite nice even at this stage.

] I was now able to look at the models

e as a group and decide what other
effects I wanted to apply. The sections
of metal needed to look more defined
so I applied a wash of Chestnut Ink,
which brought out all the detail of the
armout, as well as shading the model.

Now the models” armour looked a little

o too dark so I overbrushed it with
Burnished Gold, which helped to
brighten the armour again, whilst
retaining the definition.

The final touch was to overbrush the

e weapon blades with Chainmail and
apply a coat of Brown Ink, as well as
finish the bases to fit in with the rest of
my forces.

Cloth
Easterlings feature two elements; dark red
cloth and gold armour.

I After undercoating the miniatures
e black, I began with the cloth, painting
it a coat of Scab Red.

2 It was then a small matter to paint a

e layer of Blood Red onto the raised
areas of cloth to finish it off. I left the
cloth around the face, the spear shaft,
boots, gloves and any straps or sashes
on the model Chaos Black.




aving battled across mivers, hills

and flat plains with their

growing armies, it seems like a
good time to try a siege. Next month
the guys take time out to build a fortress
for Adi to launch his Orcs against,
while Steve takes the opportunity
to build a siege engine to fit a specially
designed bastion in the castle walls.




EACONS ARE LIT!

New troops for The Lord of The Rings

Mat Ward introduces details for including
warriors from the further reaches of the
realm of Gondor, For this is the mightiest
of Men’s kingdoms, whose possessions are
located far and wide. There are many
people who pay allegiance to the Steward
of Gondor, and many warriors who are
prepared to rally to the banner of the
White City.

he fief of Lamedon lies to the east of

Minas Tirith, nestled 1n the shoulders of
the Ered Nimrais. The swarthy Men of this
land are not of the blood of Numenor; their
heritage traces back to the days before the
voyage of Elendil. Though they are subjects
of Gondor and stand as one with the other
fiefs in time of war, the clansmen of

the beacons are lit to summon Rohan to

Gondor’s aid. In the book, the beacons
also summon troops from the various
fiefdoms of Gondor, a truly vast realm that
stretches from the mountains of Mordor to
the Great Sea. In this article we’ll take a

LAMEDON

Lamedon remain fiercely independent in all
else, trading little with the neighbouring
fiefs of the Morthond and Ringlé vales. The
foothills of the Ered Nimrais have always
proved a harsh place to live, for little grows
in the rocky soil, but it is not simply the
trials of day-to-day life that make Lamedon
a difficult home. In the middle years of the
Third Age, the mountains teemed with Orcs
who would prey upon the uplands of
Lamedon. Though their numbers are now
much reduced, raids upon the settlements of
Lamedon are more common than not. Faced
with this threat, each farm or village in the
fief will always respond (o a cry for help
from its neighbours. Worse yet. upon a hill
on Lamedon’s border with Morthond, lies
the stone of Erech, a jet-black globe sunk
into the ground. This stone, brought by
Isildur out of Nimenor. has become the
trysting place of the Shadow-men of the
Dwimorberg, whom Isildur cursed as

ln the movie of The Return of The King,

Clansman of Lamedon

F S D
Clansman 3/- 3 4

Wargear

look at these diverse lands, united in their
allegiance to the empty throne of Gondor.
Also included are some profiles and
conversion ideas for troops and Heroes
from those lands that you can use in your
games. Just remember to get your
opponent’s permission first!

oathbreakers in ages past. This forgotten
people and their king are doomed to await
the day when an heir of Isildur releases
them from the curse. Until then, the lands
about Erech remain the home of those who
are dead, and the living go there not.

There are few chieftains amongst the people
of Lamedon, for the Men of that land must
be self-sufficient to survive. Rather. all Men
of Lamedon are bound to the command of
their liege-lord, Angbor, whose bravery has
more than once kept his people safe from
invasion. Angbor aside, the Men of
Lamedon follow the commands of others
reluctantly. Across Gondor, their grim and
indomitable nature is well known, as is their
desire to be left alone and, for the most part,
they are left alone. Few would willingly
exchange their comfortable lives in the
lowlands of Gondor for a rugged existence
in the wild hills.

Points value: 7

Clansmen of Lamedon carry a shield and a hand weapon.

Special Rules

Independent. The folk of Lamedon are strong-willed and intolerant of those in authority.
They do not benefit from any Hero’s Stand Fast! ability other than Angbor’s.

Mat Ward made this Clansman from a Wildman of Dunlending. The axe was taken from a Rider of

Rohan, and the shield from a Warrior of Gondor.

Angbor of Lamedon

F S D
Angbor 4/- 4 5

Wargear

Points value: 60

A W C Might: 3
2 2 6 Will: 1
Fate: 1

Angbor carries a hand weapon and wears armour.

To make Angbor, Mat Ward replaced Théoden’s head with that of Isildur, sculpting a beard from

Green Stuff as he did so.




ANFALAS

he Langstrand, or Anfalas, sits between

Pinnath Gelin and the Bay of Belfalas,
and between the Lefnui and Calenhir rivers.
Much of this land’s wealth comes from the
fishing fleet that trawls the waters of the
clear bay. the bounty of the sea then traded
with the neighbouring Green Hills. The
people of the Langstrand are simple folk.
Largely unaccustomed to the ways of war
on land, they are poor combatants when
called upon to fight. In truth, they rely on
the forces of their trading partners in
Pinnath Gelin to keep them from any

Hunter of Anfalas

F S D
Hunter of Anfalas 2/4+ 3 3

Wargear

invasion that comes overland, but against
threats from the sea they are better
prepared. Being a coastal province, Anfalas
is often preyed upon by the Corsairs of
Umbar, whose black fleet raids all along
Gondor’s southern coasts, and it is this
threat against which they have leamed to
fight. Their ships, though neither as mighty
nor as numerous as the great vessels of Dol
Amroth, are handled with great skill by
sailors who will fight like men possessed if
boarded. It 1s a bold Corsair captain indeed
who raids the Langstrand.

Points value: 5

b
=
(SR

Hunters of Anfalas carry bows and hand weapons.

This Hunter's body is that of a Warrior of Rohan. The left hand has been replaced with that from a
Warrior of Minas Tirith, while the sword in his right hand has been clipped shorter in length to
Jorm a dagger. The head was carefully reshaped with a craft knife before having some hair

sculpted on with Green Stuff.

T
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MORTHOND VALE

he Morthond river flows out of the Ered

Nimrais and into the Bay of Belfalas, its
headwaters forming on the slopes of the
infamous Dwimorberg. Tts name, which
literally means ‘blackroot’, comes from the
fact that in the early stages of its course, its
path lies ever under the shadow of the
mountains from which it springs. As the
river lives in this shadow, so too do many of
the people of Morthond. As their fellows in
Lamedon, the people of the Blackroot
valley strive against the attacks of the Ores

Bowman of Morthond

F S D
4

that live amongst the snow-capped peaks to
their north, but the Morthond vale is a far
more forgiving land than that of Lamedon
and supports a far greater population,
Because of this, there are enough able-
bodied Men for the people of Morthend to
fight back against their attackers. In the
extreme north, upon the foothills of the
Ered Nimrais, it is common to see Orcs vie
with the warriors of the valley below,
fighting fiercely for supremacy by the
headwaters of the Blackroot river.

Points value: 7

A W C
1 1 &

Bowman of Morthond 2/4+ 3

Wargear

‘The Bowmen of Morthond wear leather armour and carry longbows (EIf bows).

This Bowman of Morthond, by Sam Lee, has had the horsehead crest of his helmet removed with o
file before being painted in a striking new colour scheme.

The Fiefdoms answer the call of Gondor.
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ossarnach is one of the oldest of

Gondor’s many fiefdoms, and like
Minas Tirith, Lossarnach lies in the shadow
of Mindolluin and borders onto the great
river. It has always been the first fief to
lend aid in time of war. Due in no small
part to this, the warriors of Lamedon are as
well-tramned as those that guard the White

PINNATH GELIN

pon Gondor’s western periphery,

between the Calenhir and Lefnui rivers,
lie the Pinnath Gelin, the Green Hills of
Gondor. Sundered as it is from both the Ered
Nimrais and the Bay of Belfalas by many
leagues, it is a rare thing for either Orcs or
Corsairs to set foot upon the Green Hills.
Even 5o, the lords of the fief have ever
maintained a sizeable force of warriors-at-
arms. Even more warriors guard the trade
wagons that journey eastwards to Morthond
Vale, Dol Amroth, and Pelargir, and
northwards to Rohan, and thence to Eriador.
It is here that the Men of Pinnath Gelin
receive most of their training, defending
vulnerable traders from bandits and Orcs.
Though relatively inexperienced in battle,

Warrior of Pinnath Gelin

F S

D
2/- 3 6

Clansman

Wargear

Warriors of Pinnath Gelin carry a shield, a spear,

their armour is amongst the finest available
in Gondor, purchased with the profits from
the goods that they guard.

As the beacons were lit to signal that war
had come to Minas Tirith, Hirluin, the lord of
Pinnath Gelin, resolved to ride to the aid of
the White City, even though scant days
before he had beheld a premonition of his
death in battle before its walls. Mustering as
many warriors as he could spare from the
defences, Hirluin travelled for many days
through the southlands of Gondor, unfil at
last arriving at the Tower of Guard. In the
great battle outside the city walls, he fell
alongside many of his folk, fighting bravely
in defence of his home.

Points value: 8

A W C
1 1 3

and wear heavy armour.

Sam Lee’s Warrior of Pinnath Gelin is made from a Warrior of Minas Tirith, whose head has been

replaced with that of a Warrior of Rohan.

LOSSARNACH

City itself. The one element in which they
differ from their comrades is in their
weaponry, for they wield massive broad-
bladed axes instead of the more
commonplace sword or spear.

The Men of Lossarnach take great pride in
their axes, some have been handed down
from father to son for many hundreds of
vears, Indeed, the tradition of their use goes
back to the earliest days of Gondor. As the
tale is told in Lossarnach, the first lord was
granted dominion over the land for his
valorous deeds at Anérion’s side whilst the
High King’s son held Osgiliath against
Sauron’s forces. The battle went ill, and the
prince was forced to flee down the Anduin.
Though he escaped the besieged town he
was set upon by Orcs as soon as he reached

Axeman of Lossarnach

F S

D
Axeman of Lossarnach 3/- 3 5

Wargear

the shore. Andrion was a prince from out of
Nimenor, one of the mightiest Men of his
age. But powerful though he was, the Orcs
were too great in number. Andrion would
have fallen but for the intervention of a
small watchtower garrison who had seen
his plight from afar and hastened to his aid.
Many of the warriors fell in Andrion’s
defence, but their captain, Brandil, fought
without pause with skill and courage.
Taking up a great axe from a slain Orc
chieftain, he tirelessly struck down those
who would assail his wounded liege until
the valour of the Orcs crumbled, and they
fled before a man they seemingly could not
kill. When Andrion returned to Osgiliath, he
did not quickly forget the deeds done in his
defence and gifted Brandil with the lordship
of Lossarnach.

Points value: 7
A w C
1 1 3

The Axemen of Lossarnach wear heavy armour and carry two-handed axes. They may carry a

banner at additional cost:

Banner

25pts (maximum of one per hero per force)

Mar Ward'’s Axeman of Lossarnach is made from a spare siege engine crewman whose arms have
been set in a new position. The axe is made from a brass rod and the head of a Khazad Guard axe.

< @




he city of Dol Amroth lies between the
Gilrain and Ringl6 rivers. Dol Amroth’s
+ great strength is belied by the beauty of its
form — the slender towers that look out over

DOL AMROTH

the sea and the walls that bound the city are
as strong as the earth in which their
foundations are set. Indeed, in the middle
days of the Third Age. a place of lesser
endurance could not have survived, caught as
it was between the Orcs of the Ered Nimrais
and the Corsairs of Umbar. The lands
belonging to Dol Amroth stretch for many
leagues along the windswept peninsula.
Though many Elf-ruins of the Elder days are
encompassed within the boundaries of the
land, it has been claimed as part of Gondor
since the Men of Namenor first settled here.
These Men were Elendili, the Faithful of
Niimenor, whose allegiance to Elendil and his
sons saved them from the sundering of their
land. Under their rule, the lands prospered and

Men-at-arms of Dol Amroth

Man-at-arms 4/- 3 5

Wargear

soon Dol Amroth was home to a great port,
rivalling the Elven havens at Lindon.

In the closing days of the Third Age, Dol
Amroth is subordinate only to Minas Tirith in
importance and influence. Its current prince.
Imrahil, holds a seat on the council of Gondor
at the right hand of Denethor. It is said that
the princes of Dol Amroth have Elven blood
flowing through their veins — the result of a
rumoured union between the first prince and a
survivor of the Elf-queen Nimrodel’s ill-fated
expedition. None can prove his claim for, if
this EIf ever existed, she has long since
passed into history. Regardless of its source,
none can deny the noble spirit that is the
hallmark of the lords of Dol Amroth.

Points value: 8

Men-at-arms of Dol Amroth wear heavy armour and carry hand weapons. They may be given

additional equipment at the following cost:

Shield
Spear

Ipt
Ipt

Banner *25pts
*maximum of one per Hero in the
same force

A Warrior of Minas Tirith with the Dol Amroth heraldry of a white ship replacing the White Tree.

RINGLO VALE

he River Ringlé pours endlessly into

the Bay of Belfalas, sundering the lands
of Dol Amroth to its south from the hills of
Lamedon in the north. Though in title the
Ringlé Vale is a fiefdom in its own night, in
reality it is an extension of the lands of Dol
Amroth, for the two lands act as one in
most things and bow to the wishes of the
Prince of Dol Amroth. The verdant valley
provides much of the sustenance for Dol
Amroth and its domain, while in exchange
the fabled knights of the haven train the
warriors of Ringl6 Vale. No warmer accord

Warriors of Ringlé Vale

F S
Warrior of Ringld Vale 3/- 3

Wargear

in all of Gondor exists than that between
Dol Amroth and Ringlé Vale, a tradition
that goes back to a time before the fiefs of
Anfalas and Pinnath Gelin were established.
In the early days of the city of Dol Amroth,
it alone bore the brunt of ceaseless Corsair
raids, and its strength was thinly spread to
confront this threat. Had the men of Ringlé
not vied with the growing numbers of QOrcs
to the north, then Dol Amroth would surely
have been enveloped and destroyed. This
unity forged a friendship that would endure
for a thousand years and more.

Points value: 7

A W C
1 1 2

Warriors of Ringld Vale wear armour and carry hand weapons and shields. They 4y carry a

banner at additional cost:
Banner

Special Rules

25pts (maximum of one per hero in the same force)

Warrior Bond. Warriors of Ringl Vale receive a +2 bonus to their Courage if any Men-at-
arms of Dol Amroth are present on the battlefield.

This model uses the body of a Warrior of Gondor, and the head and shield of a Warrior of Rohan.
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PELARGIR & LEBENNIN

here are few great havens whete large

vessels can make berth scattered
throughout Middle-earth. The Grey Havens
of Lindon, the abandoned quays of
Edhellond, the Corsair city of Umbar, and
the harbours of Dol Amroth are some of the
most famous, but one of the greatest havens
is that of Pelargir. The largest and oldest of
all the havens established by the might of
Ndmenor, and chief amongst the Havens of
the Elendili, Pelargir has seen much of the
history of Gondor. Plague, kinstrife, war and
famine have all left their mark upon Elendil’s
kingdom, but Pelargir has endured it all.

As Gondor's primary seaport and home of
her fleet, Pelargir has enjoyed great wealth
but, as the southernmost of Gondor's
fiefdoms, has also always borne the brunt of
attacks from the lands of Harad. Despite their

position of constant danger, the people of
Warden of Pelargir

F

D
Warden of Pelagrir 3/4+ 4

3
Wargear

equipment at the following cost:

Shield Ipt
Bow Ipt
Spear Ipt

Corinir of Pelargir

F
Corinir of Pelargir 4/-

o

Wargear

Pelargir have always maintained the
traditions of Gondor with pride and dignity.
Yet, although they dwell on days gone by.
the hosts of Pelargir are not to be easily
discounted. for Harad has ever been a
troublesome neighbour and its belligerence
provides excellent training for young
wartiors. Where all other hosts of Gondor
have changed their heraldry to reflect ten
centuries of Steward rule, the ships and
Pelargir still bear the heraldry of Elendil. So
too do the warriors of Pelargir, known as
Wardens — a term that has long since passed
from use elsewhere, carry the White Tree
and seven stars upon their shields. Their
armour and weaponry is preserved from the
time of the Last Alliance and is bequeathed
from generation to generation. To see the
forces of Pelargir assemble is to look upon
an army out of ages past, mustered below
the banner of the High King.

Points value: 7

A W

C
1 1 4

Wardens of Pelargir wear armour and carry hand weapons, they may be given additional

Banner* 25pis
*maximum of one per Hero in the
same force

This Warden of Pelargir is fashioned from a Warrior of Rohan, with a head and shield taken from a
Warrior of Gondor. The end result is something that perfectly represents a soldier of Pelargir.

Points value: 60

A w C Might: 3
2 2 4 Will: 1
Fate: 1

Corinir of Pelargir wears heavy armour and carries a Nimendrean longsword (Elven blade).

Corinir of Pelargir is the opposite of Angbor, using the head from Théoden atop Isildur’s body.

f course, these are simply the
O fiefdoms that earn renown in

the book of The Lord of The
Rings. There are many others that
haven’t been covered here. For example,
the inhabitants of the isle of Tolfalas,
south of Pelargir, or the inhabitants of
Andorien. There are fiefdfoms to be
explored further north, perhaps at Tol
Brandir or in the Brown Lands. The
north kingdom of Arnor and its
successor kingdoms of Rhudaur,
Cardolan, and Arthedain also beckon,
with histories and tales all of their own.

46k
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DARK & LIGHT

A Painting Guide to the Armies of Middle-earth

Painting large forces need not be a drawn
out affair. Here are two warhosts which
were painted relatively quickly using simple
techniques and basic colours.

ave Taylor’s Minas Tirith warhost
D was painted over a period of three

days. To complete his force quickly,
he used a number of simple painting

technigues. Rather than showing how he
painted each miniature, we have broken

Knights of ’
Mings Tirith |
Chaos Black, f
Boltgun Metal,
Mithril Silver,
Codex Grey,
Bronzed Flesh,
Scorched Brown,
Bestial Brown &
Burnished Gold.
Note: The
banner was first
painted with a
mix of Chaos
Black and Codex
Grey. It was then
highlighted with
Codex Grey
before the relief
detail was
painted on.

down the techniques he used on different
areas of each Warrior of Minas Tirith.

* Flesh: Basecoat of Tanned Flesh, highlights
of Dwarf Flesh and then EIf Flesh.

* Armour: Basecoat of Boltgun Metal,
wash with thinned-down Black Ink, final
highlights of Mithril Silver.

* Leather Harness and Boots: Basecoat of
50/50 mix of Scorched Brown and Codex
Grey, highlights with Bleached Bone
added to the basecoat mix.

* Horses: Basecoat of Scorched Brown,
highlights with Bestial Brown.

Warriors of Minas Tirith

Chaos Black, Boltgun Metal, Mithril
Silver, Codex Grey, Burnished Gold,
Bronzed Flesh and Scorched Brown.

Citadel Guard

Chaos Black, Boltgun Metal, Mithril Silver,
Codex Grey, Skull White and

Burmished Gold.

Captain Faramir

Chaos Black, Boltgun Metal, Mithril
Silver, Cadex Grey, Catachan Green and
Bronzed Flesh.

Dave Taylor’s Warriors of Minas Tirith, a 400 points warhost!

e
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The Orcs of Mordor are a ragtag bunch,

with no two Ores looking or dressing alike.

They are often armed, armoured, and
clothed from what they can scavenge from
their victims. By simply swapping colours
around on your Orcs, you can paint a host
of them quickly, even though their

appearance will vary slightly from model to

model. Our sample warhost is from the
Games Workshop US Glen Burnie Hobby
Centre and was painted the night before a
big event for The Lord of The Rings.

e Flesh: Orc Flesh varies from model to
model from brown to green. The models
in this warband have a predominately
green sheen to them. Below is a
description of how the Glen Burnie staff
painted Orc Flesh. You can darken the
tones from model to model by adding
more Codex Grey to the mix or by using
a darker green like Catachan Green.

The flesh was basecoated with a 50/50
mix of Goblin Green and Codex Grey,
highlighted with a 50/50 mix of Goblin
Green and Rotting Flesh, and finished
with a final highlight of Rotting Flesh.

= Armour: The armour was basecoated
with Tin Bitz, drybrushed with Mithril

Silver, and washed with a thinned-down

50/50 mix of Black Ink and Chestnut Ink.

Leather and Fur: Here are some of the
colour mixes used by the Glen Burnie
Hobby Centre staff to paint these parts of
the models.

Dull Red: Basecoat of Scab Red,
highlights of Red Gore.

Dull Green: Basecoat of Catachan Green,
highlights of a 50/50 mix of Catachan
Green and Rotting Flesh.

Brown: Basecoat of Scorched Brown.
highlights of Snakebite Leather.

Light Brown: Basecoat of Bestial Brown,
highlights of Snakebite Leather, final
highlights of Bleached Bone.

Mordor Orc Captain
Chaos Black, Codex Grey,
Tin Bitz, Chainmail,
Scorched Brown,
Snakebite Leather
and Catuchan Green.

Ringwraith

Chaos Black, Codex Grey, Chainmuatl,
Mithril Silver,

Burnished Gold and

Snakebite Leather.

Mordor Orcs

Chaos Black, Codex Grey, Tin Bitz,
Chainmail, Scorched Brown, Snakebite
Leather and Catachan Green.

B e e SR
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A 365 points warhost of Mordor Ores led by a Ringwraith and an Orc Captain.
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A STRATEGY BATTLE GAME
The Light versus the Dark

A mighty realm, Gondor stretches from the mountains of Mordor to the Great Sea and its peoples are split into many fiefdoms.
It is the enemy in the lands of Mordor that unites these lands in a common cause. From this dark and terrible realm huge legions
of Orcs march forth, alongside hulking Trolls and the other servants of the Dark Lord. Gondor must be strong in these uncertain
times, lest the dire armies of Sauron eclipse the light of the Free Peoples and blanket all of Middle-earth into a second darkness.

The models on the page below can be used as a basis for converting your own Gondor fiefdom troops as shown in this issue in
The Beacons are Lit (page 126), whereas as the models on the opposite page can be used as evil adversaries in your battles.

Helm’s Deep Gamling & Théoden £9 Wild Men of Dunland £4
Contains 3 random models. éﬁ:?;k ;l;fiz
Furgy =000

Men of Gondor Spearmen Isifdur & Elendil 9
. Denmmark M Danirark ki 17500
Centains 3 random models. ik e Sk 1400

Fuie €100 Eufe 1500

This model is available from
direct sales only.®

Beregond £5 Warriors of Minas Tirith Command
m:f: :gﬁ Contains 1 random Captain and 1 random Standard
B “800

sitable via our Hobl Ons 1 40000.

Wly available by ordes




This model is available from
direct sales only.®

Orthanc Saruman £5

Two Towers Saruman £5
Depinark b 55.00
Swaien ke 8500
Euro “e0p

Mordor Orcs Boxed Set

£15

enmark fr 12500

Contains 24 plastic models. Sweden &r 15000
Euro €1750

Mordor Orc Command

£6 Mounted Ringwraith £é

. Denmark by 7000 Danmark kr 70.00

Gontains 1 random Captain and 1 Sweden ke 8000 Contains 1 random model. Swedsn l 80.00
random Banner Bearer. Etre e10.00 Euro €1000

Mordor Troll Boxed Set

£15 Ringwraiths £5

Derrnark & 200.00 Dennaik, ki 5500

Contains enough parts to make 1 Mordor Troll. Sweden & 25600 Gontains 1 random modsl. Swdin. 6500
Eure «25.00 Eoro 2800

Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers are responsible for determining their own prices.
Models shown at 75% unless otherwise stated. All information correct at time of going to press.
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